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FROM THE LOG BOOK OF 
SAMUS ARAN 


Supor Metroid ís the third instal- and polnts of. special interest in 
ment in tho Motrold  trilogy. the entire. game are called cut on 
Samus Aran has come a long 1 WY the highly. detailed maps. As in 
since her first mission ta ¿6bes Ne. previous Metroid games, 
and her subsequent 5 ers who could complete 
5R388. No matter how 155, quickly were 

¡ j Mith special endings. 
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THE HATCHULING 
STOLEN! 


Ridley has broken into the Space Acadcerny, and 
there appear lo be no survivors. With the 
Metroid hatchling in tow, the seoundrel takes 
off for points unknown, But just as Ridley is 
making a hasty exit, he scts a timo bomb. Ect 
out. Now! There's no time to save he Space 
Academy. The place is going to blow. Get 


to he ship and high-tadl it cut of there! Your 


mission has been set: Ga he Metroid hatch- 
ling back..-at all costs. 
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"A new form of life, given the name 
A Metroid,' was discovered by a group 
from the Galactic Federation. The 

Metroids were unfike anything ever seen 

before in the entire galaxy! Apparently, 
Space Pirates from Zebes also knew 

of the Metroids. The pirates stole the 
Metroids and took them to Zebes. That's 
the point in the story where | came in.” 


E dl 


4 "Mother Erain, the evil leader 
of the Space Pirates, took 
control of the Metroids. She 
was trying to amass an entire 
- army of them. The attempt didn't 
last long. | was able to stop ¡El" 





"The Galactic Federation 
sent ín a special squad to 
do away with the remaining 
Metroids on $R388. They 
failed. Because of my 
success against Mother 
Brain, | was commissioned 
to finish the job." 






"Not wanting lo eradicate the 
Metroid race, | saved the very last 
Metroid larva on $5R388 and quickly 
returned with it to the Space Academy. 
Í sincerely hoped that the scientists 
there could utilize the power of the 
Metroids for the overall good of humanity.* 








“Just after leaving the Space 
Academy, | received a distress 
signal. The Space Academy 

was under attack. ltwas Ridley!" 
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Before you begin a Super Metroid mission, you'll be presented with 
several options ihal consist of game data, text, Controller settings, 
and Energy distribution. The choices you make determine how you 
will accomplish your mission. 


BEGIN WITH 


Three individual files can be 
stored on a single Game Pak, 
Each file can incorporate is on 
options and settings. Move the 
cursor around With he Control 
Pad and use the Star Button or A 
Button to register a choice, 
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OPTION MODE 


SAMUS BATA 





ATA RMANIPULATUOSA 3 y ECHMICOUES 
[1] DATA COPY 


pe Metroid allows you to have three mis- 
Iñibe evera hal you vean o savo 3 





sions going on at what amounts to the same 
[ anna corr monos | 


time. Tf you select an emply slot, A, Bor E, 
and press the Sart or A Button, you can begin 
a new mission. There will be times when you 
6011 want to manipulate data accumulated in 


mission up Lo a certoin poins but 
also want to cominte, you my 
wánt ta consider using the Data 
Copy optica, This is also n quod Way 
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PREPA 


lo “2037 anoiher game ard play 1 
ás your own! Sobect DATA COPY 
roba SAMUS DATA menu. You'll 
he asked which game you teant lo 
copy and to which slot you wish ba 


previous missions. This is when the Data Copy 
and Data Clear modes come into play. 


A Pula MER 


Feocm the tie and intro: copy E Tha entaa procoss 1ako8 

dueidryscrasns, presa andy a how seconds, PS 

1he Start ar 4 Bitión to : É 

inttiato he missian, añil 

+ocóll antar a sarias ol GH DOUE rre a 
option screens, Use 


ihe B Bution ta back 
outal a ernarL 


CMV CA O 





C2IBATA CLEAR 


Hoyos want to boga a new miesion and thore are no avallabls slots copar ba 
elari sal mes mission, you'll have ba clear ho dela 601 ol eno ol the slots, A, 
B or E, tomake rogm fora new mission to begin, NO DATA appeors when Hs 
clear. as 
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ADVANCED SUPER METR 


UP DEIOR HI 1 


Before choosing Start Game, 
you should consider all of 
your options. There are three 
main choices for you here. 
First, you can choose to hare 
all English text or a combina- 
tion of English and Japanese. 
Second, you can program your 
Controller and third, you can 
select Special Settings. 
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SETTING MODE 


SPECIAL EAT LID 
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U) LANGUASE SELECTION 


his is 4 really cool option. The majority ol 
readers who are using this Players Guide wil 
wantto highlight ENGLISA TEXT on the Ópiica 
Mode scraen. However, those af fou who 
know tha Japa nozs languago can read soma 04 
tha tesi ín Japanese. The Japanoseo toxt is 
included only on che introduciosi creara 





SPECIAL SETTING MODE 


These two calións mary need some explanabian, 
iba leon Cancel ls 50% 10 Áulo, each me you go 
ifrough a door, you all no danger hase an ¡em 
leon seleciod, The Moon Walk opcion shit amis 
into reversa gear 50 she can back up wéilo con- 
timaing bo face her enemies. Either sotiing on 
gitior opiion is fine. You have to decide which 
11 wrywweorks best for your personal style of play. 
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While on your mission, you'll 
have instant access to vital 
information about your Energy 
level, ems and fire power. Ás 
vou find and collect more 
important Ttems, you will soc 
the number of icons on he 
main screen Erro, 


arras or Í 
A 
EPOCA MAS 


(TU) ENERGY TANK 


Each Energy Tank holds 100 units ol 
Energy. Fow can carryupto 14 Tanks. 


This number indicates the Energy loval rermain- 
ingán he last highlighted Tarik 


3] SUPPLY MODE 


áulo Mode vall movo ar Energy in your Roserva 
Fanks da your main Tank when you run Don, 





a 'TEM ICONS 


beone re 4 esent Misses, Super Missides, Power 


Bombs, Grappling Beam and X-Ray Seopa. 


This 5m01 Box shows your location and tha 


surmbunding areas. Blue shows unemplored area. 


Di OPTIONS 


! 


Far four Super Metroid missian, you can adjust the 
sets 0n pour Comiroller. Although the default 
Controller vettinga weovk fino, Wwe recommend tha! 
you switch tha Shotfunetion to tho Y Bublon, Jump 
to the B Button, Dash to tha A Button, and her 
Cancel to tha % Button. These setiings aña a more 


intuir configuration. 
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60 TO SUB: 


Hopou prosa Suert during 
your mission, tha game 
vál pause añd you ill 
go to the main Map 
screen. The areas that 
you have oxplored will 
be pink. Missile and 
Eneroy Charge locations 
and Savo Pomis will bo 
show ep, 160, 
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SAMUS SETUP SCREEN 
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Br pressing he R Button 


aahilo onto Map screen, 


you will pccoss a screan 


| chas brooks down all ol 


Samus's wesporey and 


Al Special lbems, Fram hero, 
MN yea can sich on and 
ot ar lor ór Weapon 


yaa vizh as 0 fits your 
nocde Pross Saro axiL 


BOUNTY HUNTER 
TUS] 


The power that the Super NES possesses has allowed programmers to 
present Samus Áran in a very realistic manner, All of her movements 
are extremely well-animated. You'll appreciate the time and effort that 
went ínto the programming of Super Metroid. 


BEFORE rr ITEMS 





Even without colecta any hems, ANGLE DOWN 
any weapons or any other Power- 
Lp derices, Samus is still a very 
versatile warrior. Unlike in her NES 
adventure on the Planet Zcbes, 
Samus can nove fire her laser gun 
many of cight directions. The 
same gocs Tor any Missile, Super 
Missile, or the Grappling Beam. 
Press ihe Lor KR Button to aim 
diagonally Up or dingonally Down. 





Li 
SPEED DASH JUMPING TECHNIQUES 


Besides ihe ability to shoot quickly and MOREMAL 
accuraely, you vil have do be able to E 
exce, 4ñ demand, Variods Iypes al 
jumps. The Power Su allows Samus to 
Jjomp higher than she could without ir, 
and “ben Samus finds the Hi-Jump 
Hoots, shell really be able to My. Sans 
will excecie a Normal Jump if she ds 
Standing sull when the Jump Button is 
presscd. Pressing left and right while 
pressing the Jump Button makes Samus 
PR exceute a spin jump. While in Lhe air, she 
You can make Samus move faster by cán move herself to the left and right. 
pressing and holding he Desh Button and 
ie Control Pad to the Left or Right. There 
area couple ol arcas where you will want 
lo Dish, even before you have obtained 
thc Speed Booster, Certain segments of 
Nooring will break way faster than you 
can walk across them, By Dashing, you'll 
be safely over before hey cromble. 





Yóv wont have the 
pinpoink accuracy ol 
a Hormal Jump when 
you use Sp Jumps, 





A ES AA MAS E E EE EA 
STRIKING THE POSE 
In the original NES Metroid edventure and in her second 
adventure where she traveled to SE388, Samus did not have 


the ability to kneel. Mot 
thar this ability is any- 
thing to marvel about, but 
is ihe most famous pose 
for Samus. Many of the 
Super NES features make 
the game that much more 
enjoyable and versatile. 
This move also gives her 
more ránge. 


DO THE WALL JUMP 


The three litile Etecoons will show 
Samus how o do (he Wall Jump, also 
known as the Triangle Jump. When 
vou Spin Jump and hit he wall, wait 
2 split second and then press the 
Control Pad in he opposite direction. 
Just as you are pressing the Control 
Pad the other way, press the Jump 
Button. Samus will appear to "equar* 
on the wall and theo jump out from 
ito Thank the Etecoons later! 


MOONWALKING 


To do the Moonwalk, simply hold 
down the Shot Button to fire up the 
Charge Beam and press and hold the 
Control Pad in the direction opposite 
ofthe way Samus is facing. This 
option is helpiul because it allows you 
to move back and forth withon having 
to take your gun off of your target. 














JUMP AWAY FROM 
DANSER 


Ifyou press the Control Pad in the 
direction opposite from the one Ural 
Samus is facing and press he Jump 
Button al the same time, she will 
Jump up and spin away. If you hap- 
pen to come 4e7065 40 cocmy Or a 
group of enemies ihat you really 
dont want to deal with, instead of 
standing around and fighting, Spin 
Jump your way back out of danger. 
l's OK to play 11 safe, 





| ” dl la Ma. d h M * e y J Ay ar ey =i 1 Tr” ¡17 LT + 
DOORS AND GATES: A HOW TO 
Throughouw the Planet Zebes there are doors and Y Bluo daces and gates can bo 
gates that connect one room to another. To open lia epercd veth a single shot or 
them, you must pay attention to colors, There are a blast from one Bomb, 
some doors and gates that Samus will not be able ( dl mal ara can be opened 
to open until she has collected certain Ttems or has VA al privi 
defcated certain enemies. : 

Green deors and gatos can 
only be opaned by shooting 
a Super Missile at then. 









Thú yolow-orange doors will 
epeñ if Samus detonates a 
| Peer Bamb inte room, 





The metal doors él only 
open hen hey are Mashing. 
They are task-acinalod, 





J 


Even though this pago deals with what Samus con do befara zho has 
any special Mems, we just had to mention this eodra-spacial tech- 
roque! Añor petno the Morpring Ball and Bomb ltoms, Sarrus can 
boot horsoll bigher than 
aha cán jump by using 
the Turba Bomb tech- 
nque. By Morphing and 
repostedly petting Bomb, 
esch succossmwo blost 
will bo041 Samos higher, 

A Turbo Coetrolber wi 
halpyos immensabyl 
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ITEMS 





SPECIAL CHAROE BEAM ATTACKS 


Special Charge Berm attacks can come in handy in cer- 
tan situations. First, equip the Charge Beam and any 
one oiher Beam. Next, make sure that the Power Bomb 
icon is highlighted, Press and hold Ue Shot Button until 


the spectol attack occurs. 





You ant be able to uso óny ol bese special attacks you dont pos: 
5055 ho Charge Boam, Power Eombs and al 295000 other Beam. 


aL 

JUE ne Jump will be critical ta 
finishing your mission and essential to 
omaining every single iem. There are some 
lemas thar you simply cant get to if you 
canft Super Jump. A Dachela will clue you 
in on how do execube the jumping tech- 
nique. You must first have the Speed 
Booster. Activate the Speed Booster to run 
quickly. Once you are at full speed and are 
in the arca where you want to jump, press 
Down. Samus will begin to flash. Press the 
Jump Button to perform the Super Jump, 


NORMAL JUMP SUPER JUMP 





the Supor Jump will tale you where you need do go! 


UWSES FOR THE MOI 


The Morphing Ball, or Maru ACGESSIMG HIDDEN AMD 
MARROW PASSAGES 


Mari, allows Samus to roll up 
into a tight, perfecly round. 
spinning ball. She can fit imto 
and roll through tight pas: 
sages. Many ol these narrow 
passagos are hidden, Bomb 
around and look for them! 
SIMus also meeds the 
Morphing Ball to be able to 
use Bormbs and Power Bombas, 





loa hawe enough room to activate the Speed Eoostar, 





ICE BEAM WAVE BEAM 





MAR FE ZE 
VAR 


sl needs more protection 
then the Power Suit offers if 
she plans to go up agoinst the 
likes of Ridley and Mother 
Brain. —Immediniely  fter 
defcating Kraid, Samus can 
find the Varia Suit. This sul 
provides the extra protection 
necessary for Samus to travel 
into the super-healed areas of 
Morfair. In the Wrecked 
Ship, Samus vall come 
úcross he Gravity Sul, 
which negates he effect that 
water has on her as she 
moves through 1. The suits 
reduce the amount of damage 
Samus will sustain by one- 
half end thrcc-quurtera, 
respectively, 





GRAVITY SUN 





PHINO 





ACTIVATINE BOMES AND 
POWER EOMES 













CHARGE BEAM ATTACKS GRAPPLING 


Morphing where Charge FIUE BOMB DROP CHARGE ATTACK TACTIEES 
Bcam ía activated cauzscz E | PAE 

you to drop five Bomba. 1 The Grapplina Beam con be used lo 
Spin Jumping and hitting E E destroy small enemies. It will also 
an enemy while the Charge |S o d latchon to and collect any Item been 
Beam is activated resem- A : di glven up by a defcated enemy. 

bles the Sercw Attack. il > | 





SPACE JUMP 


After you have the Spring Ball, dont Just after the peak ofa Spin Jump. 
waste your tine setting Bombs to boost press the Jump Button again to 
yoo to vehere vou need to go. Just jump! jump upwrard wnbout landing. 


E E ace duetstay put and ire alí veo Gragpling Beam ba 
; ) E hresmaller enemies and collect :he rewarda! 


The Speed Booster 15 a very 

useful lem. Hat only does 

£ propel Samus to light- 

ning-Tast specda, it can also 

act as a weopon. Instemd of 

Bombing through walls and 

obstacles, you can get up to 

full specd and just blow 

right through them! Take hover mind setting ali Bomba vien you've got encugh running room to 
cul enemies im ds manner, gatibo $poed Booster to kick in, Samus reaches w2a1p speed very quicilyl 
150, 
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The amount of ltems that Samus 
can carry is amazing. The ltems 
are very small and are incorporal- 
ed into the Power Suit. Samus 
may run out of some of the Items, 
but she can always pick up more. 


SUPER MISSILE 
Equivalenttohe power 
offive Missiles, Super 
Missiles are very fast 
and powerful. Samus 
can carry a total of 
Fifty. 


ENEREY TAMK 
Throughout the arcas 
on Planet Lebes, 221011115 
can find 2 maximum of 












Each stores 100 units ¡ 
of energy. 


EOMR 
Once Samus has locat- el > 
cd ihiz Mem, she will 
have an infinite sup- 
ply of Bombs. She will 
never sun out of them, 





CHARGE BEAM 

Aller accessing end 
equipping this lem f 
you can  power-up 
any one of Samos z h 
beama by holding 
down the Shor Button. 





VARIA SUIT 

Alter equipping this y 
lterm, Sarmus will be 
able to wihstand ho 
areas and will sustain 
half as much damage 
LS «he “would weitaoart 
It. 





5%, 


Hire 


Samus cán cumry d 
máximum of 230 
Missiles. They have 
limited power but 
work extremely well 
mm certain sit0abbons. 


Detonating a Power 
Bomb resulis in an A 
extrenely powerful 
blast. Samus con also 
carry up lo fifiy ol 
these. 


RESERVE TAMK 

Á total of four Reserve 
Tanks cán be found on 
Zebes, They back up 
Samus s Energy Tanks 
and 2160 hold 100 units 
of encrey. 


MORPAIME BALL 

This hero allows Samus 
to roll herself into a ball 
so she can fil into mar 
row spaces and, more 
importantly, drop + 
Exombs. 





SPAZER 

This beam attach- 
ment increases the 
width, and therefore 
the overall destrue- 
power, of 
Samuss beam. 





HAY SEOPE 


Being able to see 
through walls und ! 
other surfaces will help El 
Samus  tremendously 


as she searches for 
tema and pussages, 





HI-JUMP BO0TS 

Adding powerful actuators to 
her Power Suit boots, Samus 
can jump much higher when 
this her is equipped than she 
could before, 







The Ice Beam was built to 
emita ray that chills vari- 


to ilhicir individual Trocz- 
ing points. 1 wont work + 
on all enermiez. 


The Wave Beamis another 2 
attachment that ani 
the effectiveness ol Samus 5 al 
bcam. Without it, Samusf E 
shoois straight out from her A 
gun. 


GRAVITY SUIT 


The purpose ol the Gravity 
Suit is teo-fold. It allows 
samas to move about in 
water as if itowerenú1 there 
and decreases the amount of 
damage Samus sustains. 


SPACE JUMP 


The power of Might will be 
her when Samus bags the 
Space Jump Item. By 
pressing the Jump Button 
before landing from a Spin 
Jump, she “40 Jump again. 


SAVE POINT 


When she steps into one of these 
pods, Samus has the option of 
saving her progress in the mis- 
sion. With notable exceptions in 
Tourian, ¡ús a good idea to Save 
your progress often. 

















ENERGY CHARGE 


lés a good idea to keep in mind 
where the nearest Energy Charge 
Unit 15 because, when you are 
running low on Energy, onc of 
these power-giving  terminals 
could easily save your life. 











Enabling her to run al blind- 
ing fast speeds, ihe Spezd 
Booster Powecr-Up also 
gives Samus the ability to 
smash through barriers, 
walls and many enemies. 


This important hem encbles 
Samus lo get to many arcas 
that she wouldn't be able to 
goto without io, hi latehes 
onto certain Iypes ol blocks 
and enemies. 


Slicing hrough enemies and 
tnstable walls like a super: 
charged buzz-saw, the Screw 
Attack Item makes Samus 
victually invincible when 
activated, 


SPRING BALL 


With this Item, Samus con 
"bounce” herself while in 
ihe form ol the Morhing 
Ball. Having dis skill is 
beneficial im navigaling 
múzc-like namrow passagos. 


When Samos finally ebtains 
this lem she will have the fs 
most powerful bcam. Thai ( 
is, dt will be until she mecis 
up with Molher Brain before 
hé end of the mission. 


When Samus finds one of these 
terminals, she can instantly access 
the layout Toc the area that she is 
in. However, there 2re some 
places that will remain hidden 
until Samus finds and enters them. 





j 


a 
A | 


a 





MISSILE CHARGE 

ls notquite as vital as he Encrpy 
Charge Unit, butits important al] 
the same. A Missile Charge Uni 
will completely refill your supply 
of Missiles. However, 1111 not 
do the same for Super Missiles, 











Following is a complete ref- EM Cretaria/Morfair. Not 


erence list of the enemy ss pomertul Citar 
[land friendly) characters caca 
you will encounter while Lo [o [2 | repetitivo manner. 
undertaking your important 


mission on the Planet Zebes. qa All Arcos, Kihunters 
. e aro faly  powertul 
and painfalhy persis- | 
tem Shoot them wáh 
| Charge Beam shots. 


HP = HIT POINTS e sl ] 1 All Arcas. Linfika thmir 
= Í pedostrian countar- 
ATK = ATTACK POWER po parts, ihese piralos 
Y BLE / l oróy move about on| 
= tha walls in vertical 
E = ENERGY A Era 
BE = BIG ENERGY , 
e Crateia ¡Norfair. Añm 
e 4 == pa] for Toriza's  abdo- 
M E MISSILE alo Pa] méñ when  batiling 
E him and uso Super 
SM = SUPER MISSILE | [0] 20) Missitas. 
PB = POWER E0MB IN Brinstar Touran. 
A pa] Because thoy bounco 
Pl enpradictabiy ia 
ss Hit Points and Attack Points show the relative 
defensive and oHfensive strength ol an enemy. e All Areas. This varl- 
* Tho character shown in each photo is the most 4. e] ey od Space Pirate 
common variety of that particular enemy. RE pe pl 
The numbers below the lem designations . 
HAN Th h | 
(E,BEM,SM, PB) indicate the number of times Peleletee A A 


(out 0100) that the Hem vweill be dropped by 


that enemy when you deleat [t-1 you are not boam en thor. Mthas 
already carrying your maximam amount of that vaio [00 [a aojarfa [2 [0] doesnt work, uso 
| sitwen | 1800 | 100 fofssfa los[o | Super Missilos, 


llem. 





CratoriafErinstar, They Ey ir 
[PB] diaganal partems and look 
ke glará motha. 


E e [ar Je [eel 
as | 15 frafar| 


=== 


Crterña. £mal and weak 
but posky, they will swwoo0p 
down at ou diagonal, 


Crateña Brita Wortair, 
This weak enemy dies m a 
Soma, vovéliko manner, 





ErateriaNorfadr. Stand back 
and sho0o01 die hive, then 
Shoot what comes out. 










Cratena Brinstar Norfaial 
Marndia, Thy edil quick 
reach cul and grab yoa, 










Cratenña/Brinsiar Morlair 
Maridia. Freeze them ón 
placa vithiho co Beam. 


Brinsiar Mortair, Metoroes 
aro mero powerful than 
Streos, They devo bam, 


| Brinsiar. Tha Ebecconz will 
¿ho you howto do the Vall 
Jump. They re friondiy. 


Briastar Mardia, Fosoze the 
| beg-lice enemies or zaplem 
santb bo Grappling Beam, 


¡Belnctar Worlalr. Eliminating 
[pa] this character wl cause 
lciha lights to go out. 


| Brinsiar Mortal Mardia, 
Shoot cul periodos blasts el 
spikea inall direcilora, 





NorfaloMaridiaNWrecked 
Ship. Puyos are elastie and 
errañic. Freeze and shoot 
tham. 


Norfalr. Thoy exist in amall 
lsmarres. Chill or cut ver 


= - a shot oliha leo Beam. 

















RIPPER Crateria/Brinstar. — Tlvesa 
| ; : enemies can ba frozen Eo 
EA Dada uso as stops in bang shaha. 


Crateria/Morfir. . Teippers 
| aront enemios, S 

Cu Jan Je [ae] m]sm]ea] ere encenss, Samus con 

| - > Jaffa] [>| 


SKBEE | eratarinfBrinstar/Mortair. 
| E They will divo-bamb you 85 
a es 


[ALEGÓ | CretarialMarisir Alcor 
we Tam ]e] 3pit fire al you alter they 
cla Pepo d oe] Peptoios á 


SCISER —l ccateria/Meridia. 









Sw 





ae [are JE [uE] m [sm] Pa! moving crabelike creaturas. 
[a [ro [rf o]0[5 


Sesorareot mucho lhneat 


CADOT Crateria/Maridia, They jump 







up and iben fest don psth 
ES RO a back-ard-forth rmobian. 


BEETOM Crateria Brindar — Froeza 


-.- reianda and then Bomb 1hem. They 
ia suck your Energy olhanvisa. 


AO DACHOLA | restar. Lesen to Super 
3 mr [are [e feejm|smjea|oumo o hoctinigue Aroma |. 
Ea Lo Bana Dachola. He's irlendly, 164, 













EI PT 
5.» lush surfaces, they only 
O 





Brinstar. Éetgas appear 


ae are De Joe] misma] tom their pipes at. all the 
| 10 | 


wrong mos, Thoy re quick. 
| Brinstar. Thls enemy exit 


toward you horizertalh 


8 SMALL SIDE HOPPER | Brinstar. Thosó enemies hop 
A He Jar] E] erratically. Tako cower and 


| sheatfram the diagonal, 


Brinstar. Únby one Mini- 


E Krald oxlsts, Charge 1 and 
Ese Mx A A e shoot itvith Mlissihes. 


Norfair, Some move very 


e 


— lasi, others siewdy, They 
HP | aTK [E [BE] MSM] PE! exit only in extremely hot 
so | so farfijopz]2 | areas. 





GAMET Nortair. Like Zobs ond 


Geogas, bey emerge Íron 
Io AS 
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Herinkr, Gorutas fly! 
abeat In a circular | 
diaganal marsar. 

















Norlair. Dragons live 
in lava and spa out 
Arco enots al fou 


MNorlalr. Treso lava 
columns 30r soñe úl 
thomsolves ol yoL 


Nortair. They on 
mera arbund an 
small, rocky areas. 


Moetair, Thoy sp 
fast, blue foeballe 
Irám bir reoutis. 


Nortair, They are 
ai quite sirang. Stand 
back and blazt thor. | 


Wiecked Ship 
| Maridia. Theychargo 
directly al you. 


Maridia.Those strong | 
hsh sem back:and- 
hanrih. 


Marndia Small, quier, 
and werf pesky, they 
vall 2 Atar m you. 






Horfalr. You can lateh 
on ba tem wióh 156 
Grappling Beam. 


Maridia, Invincibós, h 
26% lo slam eno you. 
You can ride ont 


 Maridia, Thera's onby 
one in he gamo. ll 
will dig a path for you. | 


Moridia. Yards con bo 
destioyed weih a 
Bomb. 


Maria. —Mini-boss, 
Shoci Misallos at ita 
head when appelrs. 


Tourian, Froczo 1ham, 
iheñ blast ihom wi 
Super Misses. 


Morfair. Thoy swoop 
down al you. Stand 


Mortair, Squecpts 
lap up from lawa 
Frecztó hem dor sepa 


SQUEEPT 
(HP | Ark [E [eEJm [smiPa! 


300] 50 fisfispisfis)is | 





Morfair. They're much 
like Grerners butara a 
¡lito quiekas. 


SOWA 
¿2 EAaa 
A a] a far) 








| Nortair. They spuw | 
for red-ho1 fueballs 
rom thoir eoutha, 









her sic, iher hop 
around erratica Dr, 


so fifofofojs] 


'KOBEN | Wireckod Ship. They 
E well appear only isher 
tela be power is 0H, 


j WORK ROBOT Wrecked Ship, Ind 
HP OT ATK ] dra] Siructiblo, sey won't 
A 






Mandia. They aro 


AF TA TEJE mismira] 990d candidatas for 
Il | a! the Erappling Beam. 
o [is Jo lssfrrfari a] a 


Maridia, Trey como 
out ol ia qraand Por | 


a low seconds. | 


Maridia. Invincible, 
You cont de armahing 
7] Venth os Lo then. 


Maridia. — lminc<bla. 
PE! They roll along pipes 
1] and block you all. 


Maridia. Evrs Ina sn 
the sand and shoot 


Marndia. Thoso ama 
Meroids didn't mare 
icto maturity 






e HP | are | E [BEJM [SMPA 
[100] $0 farf24 fan [aa fa] 








Touran. Frooze tem | 
so no more will como | 
outto que yan. | 


Town. Thoro's noth- 
| mg you cán de to gel 
ito of you 


odas 








The first battle hat Samus had on Zebes was 

hard enough! Now that the areas on the planet 
have been rebuilt and expanded, she really has 
her work cut out for her, The fest battle t00k 
place in Brinstar, Norfair and Tourian. Now, 
Crateria, he Wrecked Ship and the watery 
world of Maridia are also part of the chasc, 
Many of the credturas hat Samus rough 
she had previously eliminated have now 
returned to Zebes, 


SUPER METROID 





MELMET 


Sacrus's helmot provides a lotef protec- 
cion for hor head. The cry chango to the 
helmes during he mission comes when 
she picks upite 2 Aay Scopo, The X- 
hay beam erranates irom lhe visor. 


Intialh, Sámus's gun Ent wery por 
orhal There's room for improvomariL 
That improvement will coma whén 


Samus locatos Perwer-Ups like the 
Spazer and Charge Basa. 







SAMUS ARAN 
AT FULL POWER 


Attihe point in the mission where Samus has collected every 
Missile, Super Missile, Power Bomb, every Beam, Su1t, Boot 


and every miscellaneous Tem, you can consider her to be fully 
Powered-Up! You certamiy dont have to collect all 
of these ltems to confront and defeat Mother 
Brain... but hey sure help! Yow may even 
want toltest your skills by not collecting SUIS 
many ems, Since her previous missions 00 
Zeobes and $R3%8, Samue's Power Suit has been 
enhanced, The number of attachments amd 
"improvenvents” that can be added to 


By about a third el te way tbrough 
ber mission, Samos should húve cóol- 


leciad the Wario Sut, By about 0no= 
hall to bivo-thirda ol 1he vey irc gh, 
: z he should h lso obtained th 
he Power Suit has increased, The Power Eraky porel is 
Suit is truly y marvel of engineering. No 
selfrespecting bounty hunter should be 


wi!bout one, Samus is also more "al home? in her 
Power Suit now. T's apparent that her motions are 
much more Muid din iltey were before this, her 

third hunt commissioned by the Galactic Federation. 


BO0TS o 
Thre+ Boot attachments can bo found an Zobos: 
the Hi-Jump Boots, Iba Speed Boosber and be 
Space Jump More, 4 throo ara eremaly 
important to the success ol ho mésslon. 







-—WITHOUT THE 
POWER SUIT 


When something thremtens the Galactic Federation, 
they call on Samus Aran, She's the most accomplished 
Bounty hunter anyerhere. But evon Dhough she wezds 
out dangerous and evil characters from the galaxy for 
a livine, she also truly cares about the safety of all law- 
abiding life forms. The Galactic Federation depends 00 her, 
ancl many other life forms throughout the galaxy have 
counted on her to save heir hides. 
Her second mission to Zebes is bound to be her most 
difficult mission yet, Having had no preparation time, she's 
hoping to find some helplul ltems on 
the planer, She'd rather forego collecting 
baunty than to see harm come to an innocent 
life form. While she has her kind side, she 13 nuthless in 
batile! The Power Suit hides a strong, muscular 
woman. Samus is nearly $1 feet, three inches tall 
and weighs nearly 200 pounds. 


PERSONAL DATA 
HEIGHT 63" 
WEIGHT 198 Ibs. 











The maps on the following pages 
serve to show you how the 
various areas on Planet Zebes 
are connected. Most are 
connected by elevators, but 
some are linked by doors or 


walls, MISSILES — 


SUPER MISSILE- 
POWER BUME — 
ENEREY TAMKS — 
RESERVE TANKS—— ( 


8 | MISSILE 


e : MISSILE 


(E) [ENERGY TANK 
(RESERVE TANK 
(VI) MISSILE CHARGE 
(VI) MAP COMPUTER 


(E) ENERGY CHARGE 





(S)SAVE UNIT 





— a 









ar 


MISSILES ———— 8 
SUPER MISSILES—— 
POWER BOMBS ———0 
ENERGY TAHKS ——— 8 
RESERVE TAMKS ——— 







PAGE 41 


MISSILES ————— 112 
SUPER MISSILES—— 3 
POWER EOMES —— 5 
ENERGY TAHKS —— 5 
RESERVE TANK ————1 


a al ra Te 


a cri 





PAGE 79 


MISSILES——————3 
SUPER MISSILES———2 
POWER BOMBS DB 
ENERGY TANK 
RESERVE TANK ———— 1 











PAGE 91 


MISILES ——————— 
SUPER MISSILES————3 
POWER BOMB 1 
ENERGY TANKS 








RESERVE TANK ———— 1 





DAR 


PAGE 59 









MISSILES ——ó 
SUPER MISSILE———1 
POWER BOMBS ———— 3 

ENERGY TANKS ——— 4 
RESERVE TANK ——— 1 
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Although ¡t's not a complete list of ltems, the following chart will be 
of help to you when you set about finding these various beneficial 
objects. Not all of the following Items are necessary to possess in 


order to complete the game. 


'OMB PAGE q 
Located im Crateria. You must have iho 
Morphing Ball before vou con get and uso 
Bombs, They allow you to broak walls and 
destroy enemies. Not very porortuL, 

















CHARGE BERM PAGE 51 


Lacared in Brinstor, Allows fou lo power up 
he intensity el pour shots and any haam. 
Press and hold the Sos Button to aciicato il. 
Roleaze Shot Button to fire Charge Bosm. 





VARIA SUIT PAGE 57 


Lozated in Brinstar. You w2 cara the Warla 
|SuajustatterdefeatingKrald. lt provides axtra 
| protectan to your shoulder, cheztand legs. 
| reduces the damage you'll tado by ena half 


HI-JUMP BDOTS AGE 63 

Located in Morfair. Allows you to jump to 
ladgesand platforms iholyou previoushy could 
not roach. liottachos to ¿ho anklo joint of iho 
Power Suit and makes work harder for you, 


DE BEAM PAGE 62 
Located in MNortalr, Alloss you lo hroesa eno- 
mies in their tracks, Óneo iroten. you cando 
what you plesse with them, whether it be ba 
finish them ol, uso them as stops, of avoid 
Chim, 


WAVE BEAR AGE 75 
Located in Marton, Anoihor bom Powrer-Up, 
tha Wawo Bom does just whút fs name 
implios== makes your shots take on vravo-liko 
motion. lt adds do he overall cttorctreness 01 
your attacks, 


Lacótod ió the Wrecked Ship, Tha es definita- 
by an lem that you have do cbráin, Miénhout al, 
fou won't be able 16 move about froely ir 
Water, Got it hefare exploring Maridia, 













SPACE JUMP PAGE 107 
Located in Maridia, Allows you do A 
ib Spin Jumpe, you can continua lo jump 
'anthout landing, Elovated arcas aro easily 
necessible when the Space Jurip le im use, 













MORPHING BALL PAGE 45 


Located in'Erinstar. Ags you to roll up into a 
¿mall rotating ball. Vou can getihrough small 
passageways, awold some enemies, detonate 
Sombzs and Fowear Bombs and usa other 
techniques. 





11138) 


Located ln Brinstar. Creates a wider shok pat: 
ten. ls like gatting three shots for the prica 
of ona. lt will ba a welcome addition to your 
arsenal. 





X-RAY SCOPE PAGE 54 


Located in Brinstar. Locató hidden possagos, 
hidden ltoms end traps with she penetrating 
quaiilles ol iho X-Ray Seope. This Mem isn't 
essential for finishing iho gome, but ft sure 
helpel 


SPEED BOOSTER PAGE 63 
Located in Morfair, Allows you to achieve 
supersónico loo! specd, While sprinting. you 
canblazothravgh cortainbarrorsañd parar 
Super Jumpe hal aro truly out obthls word! 





—GRAPPLING BEAN AGE 63 
Located in Morfabr, 4 wary necossary Item to 
hava, tho Grappling Beam allows you to swing 
over expansiva and dangerous areas. Can ba 
usod as a Weapon on Wweaker enemies. 





ARAS PAGE 70 
Located in MNorfair, Wiib Spin Jumps, tha 
power atiho Sere bra ck wall destroy a vast 
majoriyol enemies and other unstablo obsta- 
¿les like Fragile floaring ard britila briches. 
















SPRING BALL QUE] 


Located in Mañdia, Another non-essontial 
Itorn, the Spring Ball alles you bo jump wlben 
ou hawo ho Morpting Ball activated. every 
usaful for getting leo small, abevated spaces. 





PLASMA BEAM PAGE 101 


Located En Maridia. This 5180 most powerful 
Power-Up bear you can find. You instantly 
seo that your fire power ls exponentialy 
| increased when you have tho Plasma Boam 
equipped. 
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CRATERIA 





DOWN TO THE 
PLANET ZEBES 


Ceres Space Academy is where Samus will see her first 
action in Super Metroid, However, the action there is 
all predetermined and only serves to set up the story 
line, Cratería is where Samos will begin her ex- 
plocation and get he chance to view the repair 
work ia! the $pace Pirates have done since she 
rensacked the place during her first skirmish with 
he Metroids. There isn'i a wealth of Items to find in 
Crateria, but all of the ems and techniques that Samus 
acquires in other areas can be put to good usc here. 
Crateria is well-connected, with elevators serving 
Brinstar and Tourian as well as a passageway to the 
Wrecked Ship. 


SPECIAL ITEM 
BOMB 


Samus lecams to use Bombas 
in Cratería. T's the only Special 
hem that Samus will locate 
here. lat all possible, Save 
your game al the ship when 
you're near il. 


SUPER METROND pel 


The surface of Zebes and 
just below, Cratería is the 
first area you'll explore. 
But like all other areas, 
can't be fully explored 

until you've oblained cer- 
taín Items. Press Start to 
view the map screen 

often. You'll save a lot of 

time by planning where 

you want to go next 


PG.41 
BRINSTAR 


AREA 


E] 
mr 
| 


TETA 


PG.109 
TOURIAN 
















CA 
PAGEJE 


PG.79 
WRECKED SHIP 


, AREA 
A 
PAGE 36 


PG. 79 
WRECKED 
SHIP 


PG.41 
BRINSTAR 


A AS 


HAWYE UNITS pl 





EMERY CHARGE UMIT| 1 


MISSILE CHARGE 1 


PG. 
MARIDIA 












A, 
A 
CI 

5 E 

0 


BEN A, 


Bounty hunter Samus Aran ís greeted by the torrential raíns of the 
Planet Zebes when she hits terra firma at Cratería. The planet's sur- 


y face is very cold, but she's oblivious to that fact mts ín the confines 
of her Power Suit. ] E e 
; "y Super Jump at an sto to MS 
break the rocks tul block 
. ihis passage, dhen Bomb 
through de rest ol them to 
proceed. “You can Turbo 
Bomb up to the arca, too. 
a . 
1] 
á > 
AER E 
a A 
E 
e 
e : 
PE tE: 


0 meno QUE É 


E SAMUS ARAN'S SPACESHIP, 


This tough ship has seen many battles and will likely ses 
many more. lo serves as 2 haven for p 

Samus. She can fully charge her Energy, 

Missiles and Bombs by entering the ship, 

Na other place recharges Samus to this 

extent Ms also a Save location, Tes 


always a good idea to Save your game 
here when you can. 


HIGH ELEVATION JUMPING 


Optimally, Samus will have the Space 
Jump before exploring the upper 

ol Cra However, by using the * 
Bomb technique, she 

can sccul many of 

he areas without 

having use ol the 

Space Jump 


» hi Í > L ui 
When Samos hás acqueied tho Speed 
Eoosber. she can Das 0 puro 4 d147- 


Tr dumó 16 break out blocks in 


D 


E BLAZING THROUGH WALLS 
sh 


Instead of wasting a lot of me bombing throug 
all of the rocks that fora his barrier, Samos can 
use the power of the Speed Booster and just blaze 
right through then, This 150% he only arca where 
this technique will be useful! Before sprinting. 
make zune hai yo leave enough room tor *2amus 
lo gel up Lo specd. 





- 


A] 


.> >. 

LAA 

sl 5 . . 
EE 5 


| AAA 


a - 
" 
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Dd 
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a 
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Area B ís the first place that any real action takes 
place ín the game. Two of the most important 
ltems in the game, the Morphing Ball and 

Bomb, can be obtained in this area. 

There are several places to build 

your supply of Missiles, too. 


PG, 34 
AREA D 


ip 


BN y MORrRPH AND BOMB 


A A complement of Missiles will be your prize for 


Bombing ihrough the blocks and entering the 
room 00 De far left. 


MN There's a shortcul on 
the way out. 


Place a Bomb and hold 
Algar do Nod Ebe secret 
passágenay ad, 


Morph and Bomb le pel 


Divongó Mheze rocks 
sad into the shift 





l] SHOOT FIRST= DON'T 
EVEN ASK QUESTIONS 

Before these dive-bombing critters pet a chance to ram 
into ou, press ihe E Button and shoot them off De 
cciling veith diagonal shots, You could sprint through, 
but is a whobe lot sañer to blow them away 50 you 
dont have to worry about gelting hit. 





Gl ANGLE ATTACK 
Hold the K Button und fire constantiy while running 
under these lite swooping enemies. You should be 
able to take cut encugh of them to get through the 
room without taking any hits. You can also Dash to 
getibrough the room more quickly. 


"Ml Take the right passaga 
on he way 0p and Bomb 
lA Tirowgh fs rocks, 
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the bricks to 
pase sii pis vertical shalr. 


BRA LA CCA 


Those who played the original NES version will 
remember Area € as the last area of the game, where 
Mother Brain resided. You'M find that it has expanded. 


NQUIEK TRIPEGRAPPLE TO 
AVOID THE SPIKES 


The quickest route to the You won't be able to get into this arca carly in the 

botlowm ed cis long shall is ASE SS game, bul once you de, yow'I 

to fall down on cither the P AA need the Grappling Bcam to 

left or right side. gel out safely. Gripe and 
swing to clear the spiked 
fooring. 


Verna | 


aaa aa 


dh 44 ia 


Morph, Eomó iiroogh 
ie wall and enter 
be chamber 





























Break tirough Issa 
blocks molle dive Ire 
of ive Super Ana, 


Kar —] 

[ld FREEZE Al 5 4) UNP 
Freczc he four enemies dowen in plac 

and then use the Spood Booster to 
blase to the right. ross Down to pre- 
pire lorihe Super Jump, get into posi- 
tion, and then Super Jump up the long 
shut. 











ou can see the place where 
you batiled Mother Brain 
last dime around, bul where 
has she gone now? You cam 
Bond down ihrough her old 
msting place to find some 
Misiles. 5he must have been 
iring to stockpile them there. 





fou can locato be ax Trom 
Teunañ ebriy an Che game, 
Ea oa wont bo ablo 10 
asor ita a motel docs, 

Añer delesung  Malhes 
Brúin, this is ho sama doos 
that you'll axdt ihrough on 
our ty Epck into Crabera. 








PG. 41 


Bomb den iros DL en 
Mother Brains es ERINSTAR 
restiog place, 
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CRATERIA MM ) 


AN 


You'll locate the elevator to Brinstar and the entrance to Tourian in 
this area. You cah gel to the upper part of Area D without many 
Items or much Energy, but you probably won't get through. Wait until 
later to go through this part. 












you have the Surg Ball, 


Grab lbs Energy Tank and walt 
——E pon can gel botó decides om io lara subidas before 
jo pas go Ebirougí here, Ml meriig os, 


/X DOUBLE YOUR MISSILE PLEASURE 


| 
a El MM Samus has obtained the Spring 
S Ball, she can jump up while the 
Morphing Ball 13 activated an 
get into position la score boih 
—=..] a Missiles, Olherwise, getting bolh 
122 Missiles at once is futile. 


DE SQIAS "PORTS BAM : 
ld BLOW THE HIVE 
Stand back a bit and rapidly shoot the pulsating hive 0001 11 blows 


up. Donllimove on until vos dust 
offall of the tiny eremics, though. 





l Ivi takes Power Fam | 
— 8 To blasl dema drug 
Il divese brick. 


1] 
- 0 A PA A 
ma a a a 

























l AVOID THE LAVA TIDES 
As you go left ihrough this corridor, 
von!ll find columnas of bricks tha! block 
sour path. hi wea be easy enough to 
just Bomb through them, but there is 
scalding-lot lava tocontend wr. Use 
repeated Spuce Jumps to avoid the lava tntil de 
itsubsides, If you have the Serew Attack, Aa ; 
you can bremk he bricks, but AE == 
otherwise, gol have to Bomb ER 
ihrough them. q A f 









El TO TOURIAN AND 
DOTADAS AAA 
MOTHER BRAIN 
A large conglomeration of harmiless golden statues blocks (he path 
Ñ to Pourian, Samus won't be able to gel down through this section 
y and mo Touran until all of the major 
boss characters have been duly eradicared. 


PG. 30 AREA B 


PG. 109 
—— Bn TOURIAN 
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a 


PONEN 


Entering Area E requires that Samus have 
Super Missiles. The door to the right of her 
spaceship s green and can only be opened 
with a Super Missile. 


ro, 


E EMPLOY THE 
GRAPPLING BEAM 


Samus can grapple to he Missiles and 
then continue ón over to lhe ledge on 
the right. Make the beam catch and 
then push Down to extend the beam. 
Geta swinging motion golng. 


Ha 


BRINSTAR 


and pricoed lbrongé 
POLE 
De oponía. 





Samus will have to ride dle 
uppermost Trpper as far us she 
can to ihe left. When you got to 
the rocky wall, crouch doren and 
shoot lo reveal the location of a 
batch of Missiles, Stand on the 
leño edpe ol the Tripper to be 
sure to touch the Missilos jus! 
before he platform reache 

rocky wal. 1's a bit tricky, 













ERATERIA 
LARES LIA 


After searching through all of the 
areas ín the Wrecked Ship, 
Samus should make the connec- 





tion over into Area F of Crateria. WARECKED 
lts filled with water. Make sure SHIP 


the Gravity Suit that you picked 
up in the Wrecked Ship is acti- 
vated so you can move about 
freely while in the water. 





[X THE HIGH ROUTE 

Why gel wet when pou don't have to? 1 Samus takes he high route by 
jumping from plalform to girder to ledge, she woo have to deal 
wilh nearly as many enemies. Now, if you wani to pick up some 
extra Encrgy, you may want to go down ibrough the water and 
fight your wav over do the right. 






MÁJINTED A o O E TO 
ll LOWER SHORTCUT 
You can take the upper A 
rote, but there is anoth- 
ervway. Take ihe lower 
passiges over lo le 
left. You be able to 
Bamb up through Ue 
rocks im cie spot. 





> The roote's hliden, bot 


fou car Bomb mp Neroogá 
| te rocks hora, 
- PO 
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You'll encounter Torizo early in your mission. He hides by taking the 
form of a Chozo statue, but as soon as you grab the Hem that he holds, 
he'll come to life and will begín to attack you! Torizo and Chozo basi- 
cally mean the same thing, but you'll never be attacked by a Chozo! 


Translat into the Morphing 
Ball or jue up to avcid Tarzo's 
saiogiag arme. Ms difficult lo 
1003 avoid em, though, 





When Torio spew Bomba 
from its mouth, shoot tem 
bolare hay land. You can es 
Encegy Power-Lps and Boribz 
Icom them. 





To de moro domaga, 
—Missles iyouwo A combination 0 famping and 
A using the Merghing Ball will 
help you to avoid Torizo”s cros- 

centshaped shots. 





Torizo begins 10 movo faster bs 
il ties moté añd móré dar> 
age Jusibesp blazing way at 
over adabn a hoad camos 
rat ot, 


EPINSTAR 


e pl, 


























Brinstar isnól as big an area 93 Maridia and Morfair 
are, but some of the most important Hems to 
gaio are located here. Of particular note is 
the Morphing Ball. T's the very first Tem 
that Samos should hunt for and pick up. Is 
located just to the left of the bottom of ive 
“middle” elevator shaft that goes from 
6 Crateria down into Brinstar. T's not hidden 
al all i0s placed out in the open en a 
NS pedestal. Brinstar is connected to Crateria 
2 and to a central point that links Morfair, 
2 Maridia and Brinstar. 
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py 


TT. 
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MORPHING BALL 
CHARGE BEAM 
SPAZER 

VARIA SUIT 
X-RAY SCOPE 


In addition to ihese lema, Samus can pick up 
twelve Missile clusters, three Super Missile 
stashes, five Power Bomb packs, four all- 
important Energy Tanks and onc Reserve 
Tank. 


 BRINSTAR 


Samus can really rack up the 
PG 25 ltems in Brinstar A ltotal of 12 
CAATERIA Missile supplements can be 
mps Y found throughout this area! 
: Passages to Crateria, Norfair 
and Maridia connect through 

Brinstar. 
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BRINSTALR 
AREZ 


Samus will enter Area A of Brinstar very early in the game to pick up the 
Morphing Ball and some Missiles. Almost immediately after that, she'l 
have to return to Crateria to build up her supply of Mems and Energy. 








a Bomb iirougó tha de 


part a a mis cs E Airis SPECIAL ITEM 
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EN COLLECT THE 
MORPHING BALL 


The very first thing you should do after landing on Planet 
Zebes is go to Brinstar and collcct the Morphing Ball. Withow 
it, you mighr as well give il up. 





0 INVISIBLE BRIDOE 


You cao't sec the blocks, but if 
Samus jumps up in de right spot, 
she con gel ucross ibe spikes cour- 
tesy od this invisible pati, 


PG. 25 Eg 


 CRATERIA 
















HA Power Bomb blast 





wii alcely clvar E | 
| ana iheza befeka, A 
/ | 
q AD | Use a Power Bomb to ra 
elcar away fbo bricks 8 
amd IO Jo br. Ha 


[d HIDDEN ENEROY TANK 


Like it was in 1he original Metroid game, an Encrey Tank is hid- 
den in the ceiling. 
When you have the 
Hi-Jump Bocas, come 
back and get it. You 
can Turbo Homb up 
10 11, Lo! 
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Area B of Brinstar is very important, mostly because the Map 
Computer Terminal is located here. By connecting with it, you'll open 
up a realm of new places to explore. 


E HOOK UP WITH A 
Li] E La Po 


bl 
Before Samus hooks up wath ive Map Computer Terminal, 
vou only sec the places she has already been to when you 
bring up le Map sereen. Añlerwards, the blue arcas on the 
map indicate places Chu she has not been to vet. There still 
will be hidden areas, ihough. 


E ar 


1 E E 








| 

EdDON"T SHOOT THE Mora, dowa, and 
you dont have to shoot them, ts best to leave A liroagá ete seta. 
these enemies alone, They iluminate the room 

and if you take hem out, you lake away pour 3 
ability to sec the things you necd to sec. 1 you — S 
have the loc Beam, you can Freeze hem and pass ¡$5 ) 
bw them safely taa 








MAKE USE OF THE 
SPEED BOOSTER 


Samus can make it past the first gate easily 
envugh, but without the assistance of he Speed 
Booster, 's hopeless to 1hink that she will make it 
past he second gate, 
PG. you activate the Specd 
CHRATERIA Booster a5 soc ls you 
enter his roce, Samus 
should be able to blaze 
right past all three 
gales wilhoat any brou- 
ble. Use Bombs to find 
the upper passage back out, 













HA 
















A nrecded da blow | ibe rigbi, Bonb 
ll Pola Me all 08] Lbrougtr hare. 


FILA UP 
As enemies emerge from this arca, just 
kcep blasting them and collecting whar 
hey leave behind. “This 5 
an excellent way to refill 
your Encrey and Missiles. 


A Pawér Bomb mil be 2 a To gel cut, gelng Lo 


MA PG.sa 
Y AREAC 





—— TARECERUE TAM AMO ROMS TENE 
-— NX 3 RESERY ñ ¡AR A ANI , Bon! e ÁÑ jaa] 
PG, 48 A 
AREA € 1 Setoffa Power Bomb The Rezerue Tank 
p fo blast The siurdy isnót tia only Itaca in 
i Door aura. this area, Altar col- 


lecting the Tank, 
Bomb arcund to find a 
socoat parcago Shar 
leads larchor into 1h 
antechamber, You can 
collaci soma hidden 
Misiles hero. 
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ERINSTAR 
AREA 


Because of some important techniques you 
will learn here, Area € ís a place that you'll 
want to fully explore as soon as you possibly 
can. Pay close attention to what other charac- 
ters are doing. 


HLOOK BEFORE YOU LEAP 


There is an invisible gap in the foor just before you 
reach de Energy Tank. You should gel a running 
slart and leap over the gap to gel the Encray Tank, 


[] TAKE YOUR 
SWEET TIME 


This room is full of spikes, small ledges 
and life-sucking enemies. Take your 
time golng through il--and be careful, 


paran Espa pa || 
E” A 1 








Break through biz 
section isimg Bombs, 


á Powér Bomb, or ie 
Speed Foosier, 


Hd, ErcofoAcn A 


A ao, Loc ER 
az] 
=, La a 
| ea rl 


,- . ¿A y Edtsto, e 7 
ss primicia * rd taa pag prat di alinea 
* 









. 


| Using the Specd Pooster mill quiekty 
8 meli away hezo bockz. 


DACHOLA 


A friendly ostrich-like cregture, a Dachela, will show 
vou Lhe way out of this section. Just pay attention to 
what it does. Build up speed along the bottom and then 
Super Jump up the vertical shaft. 















(] JUMP LIKE 
THE ETECOONS 


These lores hule guys will show you 
he Triangle Jump technique. You can 
jump back and forth off of the walls as 
04 go up he long shaft. 
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BRINSTAR 
AR E A 


Area D is another one of the areas ín the game that you'll have to 
come back to in order to search through it completely. You'll need 
Power Bombs and the Speed Booster. There are some tricky sections 
where having the X-Ray Scope will help. 


[] GET GRAVITY E GRAPPLE FOR 


Running or jumping cout of PO 

the water requires 1hc Use the Grappling Beam to swing yourself 
Gravity Suit. Dont even over do the left in ohús arca. Tf you are profi- 
bother with this section cient al the Wall Jump. you can try it here, 
until you've acquired IL. Swing back and forth until you have encugh 
speed to make the Iesp. 














5 a 
A A E AS a 


a 
+) 
|:3 
a | 


When you roll down the shafi and lay a bomb, 1he gate will 
raise and li you to a place where you can roll to the left 
ihrough the wall to gel some Power Bombs, 





Fa] 
[ED] Fhe Sreed Boeeeralows posto 


z Ogg Y : pone 4 re 
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Y Tor can blow 


Ey laying dew a 


To gel out of fis ro 
| lead ile jur da Deal 


|| fbrough this area, 


















cia 4 Fou don! have to 
Somo Hrergó bis 


wal, Ds already 
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| Y You have la usa a h 
E | Missile to break Hire "o SAS Al sl 
Moor cel here. 


o 






A Begolar Bombs will gal 
oo dame into and up 601 
ais ave 

Y A 

SPECIAL TEM 


EJ 
Mera 





lll! E, | q |] = 
fall ¡e PA 








Ml Lay dew a Fowar 
Bomb te blow The 
and cap of of ll 
Ml horizontal pipe. 











MM BRINSTAR 


; A heated encounter with the mini-boss of Brinstar, Spore Spawn, is 
the highlight of this area. You will also pick up your firsi Super 











Missiles here. Then you'll be ready to blast away any of the green 
doors that hinder your progress. 
Alien Kihunters we quite strong. At he point tal you could PG. 50 
- ho first enter ihis arca in the game, you won't have the Varia Suit AREA D Y 
lo protect you. 50 play 1 safe-=shoot the Rihunters wenth | 
Y Missiles before hey gel a chance to gang up on you. A Charge 4 ; 
.., Beam shot works well, too! 
e AAA 
Pd A > 
os : 
: | 
E B 
L : 
“o 
E 
eE a 





— dl Ad 


Tino, 
You'll need Lo expend a Super Lombrrazs 


Missite lo getant of Tis area, 


tt AT A A 


A ns . y pe 
sa unas O ió 






Shoót he lle greon spores that dridt 
dowa to gaín Missilos and Energy, than | 
fire Mássiles a2 he Sporo Spawn whon ito] 
pena up ond is valserable, 


ANOTHER 
ENEROY TANK 


Use the Grappling Beam to swing around and up 
lo the gate, then open it with a well placed shot. 
Swing up again and go through the open gate. 
Drop down to the other side and enter the Mashing 
aleel door ta find an Energy Tank. 
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Area F of Brinstar looks dif- 
ferent from other Brinstar 
areas. The lush vegetatíon ¡s 
gone. Al you see is a red- 
dish-brown earth-like sub- 
stance. The material ¡isn't 
extremely sturdy, elther. 


EN FALL INTO 


If you Power Bomb the metal girder 
und fall into the last flower mm the 
room, vou fall down into a secret 


COATn.. 








A SAA 


SPECIAL ITEM X-RAY £ 


PRINSTACE 


AREA 





A rd 


A Power Bomb allows 
you fo go dowo and col 
heel more Power Bomb. 
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lA delenalod Power Bomb aid o 
A array lbs mall brinde Eat 
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¡EN 





LA 
Ds 
THE X=-RAY SCOPE NOS 
Grapple through the spike-filled room, then Bomb and : hn 


shoot around to find your way past the gates and over Lo the e 
Choso Statue ha holds the X-Ray Scope. Use it often. 







FTE Srrrrrrrrrrrrrrrrrereerrrrrereare TT 





en y 
a Powor Bomb is fhe - - 
bl Ac di pod q CAñ ¿ 
lock, 


BRINETAR (7 
AS 


Area G ís really a turning 
point in the game. Here, you 
find the Spazer Power-Up 
and you'll meet up with 
Kraid. You can'l return to 
Area F without the lce Beam. 


Eo F 


To make it back up this shaft, freeze the 
Rippers with an lee Beam shot. When they are 
frozen, you can use them as iia but they 
wont stay 5011 for long. : 


This is one of the trickiest He's small in comparison to 
spots for a supply of Kraid, but the shots that Mini- 
Missiles to be hidden, bur 1 Kraid shoots have tremendous 
you delonate a Power range, Blast through the Space 
Bomb, you should be able Pirates and let Mini-Kraid have il 
to score bem exsily, witha Mury of Missiles, 

Place a Bomb lo enter and 

art bis den passage Wa. 














e 
[E GET THE SPAZER 

Wiih either he Turbo-Bomb technique or the Hi-Jump Boots 
that you get in Norfair, you cán gel up through this gap and 
then over to the right where the Chozo Statue holds the 
Spazer, lt inereases he width of your shots, 


0 Lg aj 
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Pr k. 
TF A pd pels poes 
q A A a 
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Y MARIDIA | Only one Bomb ls necessary to 
break tirougó Is wall 


Foo're now ón poor way do 
Krañdl 


MARIDIA 


ILL] 
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KRAID 


Kraid could be the biggest boss in video game history, standing at 
least two screens fall! He has a weak spot: hís mouth. If you don't 
have the Hi-Jump Boots, jump on a platform that Kraid shoots and 
then jump up to a stationary platform and start shooting gli For 
his size, he's not that difficult to defeat. 











This 12 the Jiras par ol ie bacilo, 
where only Kraid's upper body is 
sposed. Fira Missilas or Charge 
deam Shots al Fes mouth Lo cause 
dámáge 


The damage wil be dishad cut if 

vou atrás Eraid wen his month 

is open. However, ou hare to 

No shoot him first to get bs moarih do 
apor ue 






Threo Super Misses 
into his mouth el put 
an end to ihe giant 
fizard. : 






Kraid's whole body is visible 
now! Ávosd tho plallorme 15a1 
ahool cun from his stomach opón- 
ings and shoot the spinning 
cine that coma your ar. 





A Gotup ont platiorme mhbn you 
A decido ta make your mov añid 
> attack, Remember to aim onty for 
his mosh, Molhing elsa will tako 
any damage. 




















q — “ <A 
THE FIRES OF 
ala ar 
HEBES 
The smoldering underworld of Morfair holds 
prizes to tempt and terrors to paralyze the 
stronges! bounty hunter. But you must procecd. 
Your first goals will be to find the Specd 
Booster and Hi-Jump Boats, then he awesome 
Ice and Grappling Beams. With ihese tools, you 
can return to Brinstar, the Wrecked Ship andi 
Maridia lo salvage ihe Gravity Suit and Space 
Jump. Inside Norfair, you face Erocomire, 
the Golden Torizo, metal Space Pirates 
and the devastating autack of Eidley. 


al —. e HE 
"A F JJ ñ 


de ¿E A! dl A o 


SPEED BOOS TER 
HI- JUMP BOOTSH 
ICE BEAM de 
WAVE BEAM pa 0 
GRAPPLING BEAI 
SCREW ATTA CcKk:. 


Most of the coolest Hems are 
found in the burniag interior of 
MNorfair. All except the Wave 
Beam are essential and you 
wont find the Scerew Attack 
until late in the game. Good 
hunting. 


NORPFAUR 


The fiery world of Norfair lies deep in Zebes NORFAIR DATA 
below Brinstar and Cratería. You must first ; | 
defeai Kraid and win the Varia Suit. Only ¡ts 


SAWE UNITS lb 


EMERGT ONARGE UNITS 





thermal protection can save you from the heat 
of the fire rooms. 


ISSILE CHARGE UNI 
¡EMERGY TAMAS 
RESERVE TANK 
MISSILES 
GUPER MISSILE 


EOMES 
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MORFAJE 


Area Á contains the Hi- a 
Jump Boots and Ice Beam, RATA ce PR 0 | 
but the Ice Beam remains calado 01 | A 

out of reach until you get 
the Speed Booster in Area 
B. If you don't have the 
Varia Suit, you'll only be 
able to get the Hi-J4ump 
Boots here. Save your_. 
progress when you > 3 
first arrive. a 
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ee: 
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l Eomb be feoor ad r ES , a a Pi 
A dee AE Eo 
5 ¡Ej 


fowrllr lodge and bomb " hd : y | 


OF y 

Once blast of the Ice Beam 
Ímeezes most crealures solid 
for several zseconda, To 
avoid the lava, frecze a 
creature, quickly jump on it, 
hen frocze anoiher Sarther 
up and jump lo dl, 






od the eran an gives 
you the quickness to race 
under he closing gate before 
ll locks, 


ad PG. 66 
AREA E 










PO. 41 
BRINSTAR 


A h 





Detenate a Power Bomb an 
de Moor to blasi polr aj 
desr do de roefé do Area E, 





SPECIAL mem HI-JUMP BOOTS 


Bomb bhe door, ral defi 
and gol The Bl-Jemp 
fonts. Destroy to Sora 
to art 
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NORFAIR 
JAREA 


Your major objective in this scorching sector 
is to gel the Speed Booster. Remember to 
sprint back to the left over the vaporizing 
bridge once you've grabbed the item. You'll 
also find a Reserve Tank and Missiles in 
these caverns. Check the map for hidden 
routes. 


Some enemies laugh al missiles and 
beams, but ihe Dash Attack vil seal 
ter ihem. Blast rough he walls along 
this long horizontal path, 


[] HIDDEN 
COLIN 


Bomb the floor next to the left wall 
lo make a columo appear. Ride il up 
104 hidden passage. 





il bb, 


DDER EEEDEEED a 


E a a 


Tho Woll Jump ls wery tough 
O pen towards tha wesll, pre: 
in the 6 LE 
Mn ya 
LT Jump Button, You can 
+0 ute Ebo urb: Somo 
lO DOGS YOU Hp 


. Sn TES 


E Ei Pelea 
passage e [be harm | ; yl 103 
af te Morphing Bal. — MN «8 1) AREA 


PG. 72 
AREA F 


boe a Forwer Bomó to 
blsw ou The oo 
and contínoe den. 











NORFAIR 





After falling down the long shaft from Area A, youw'N find yourself in a 
Pirate-infested corridor. Later in this area, you'll come face-to-claw 
with the fearsome Crocomire, then you'll be able to find the awesome 
Grappling Beam in Area D. 





Al CAT HN THE vecina 


Use the Grappling Beam to swing across Ue 
chasm by latehing on to the Ripper. While 
standing on the upper rigin lodge, press the 
E Endton and fire the Grappling Beam diag- 
onally al the Ripper. Á stash ol Power 
Bombs walis in a room On the olher side, 









V 
| Crocomire cont ba de sropad by arm 
ing bes destructiva than he mólion 
hros of Martair sol Usa your Missides 
2 | or the Charge Eoam to force 
Crocomira back into the pool al 
laa. 5Laf 10 e fafí, avolding Mts 
long ela whde jumping up 16 
shoot ino his apen mouté 


a a pl E 
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MOREAlr 
LA EA 


In this remote corner of Norfaír, Samus will take to the air to find the 
Grappling Beam. The enemies aren't terribly challenging, but you can 
only escape the pools of water if you grapple your way over them. 
Once you have the Grappling Beam, return to earlier areas. 


El SIWINGING 
SAMUS 
Once vou have the Grappling Ecam, put il to 
use al the top of the shaft to escayx 
ibe Grappling Beum al the Grappling 
Blocks, Samus will swinz out to he blocks, 
Push Down to lenguven e beamoor Up to 
shonen it. Use the Control Pad to swing left 
and right, Pick up 
speed ahen del go cl e 

pa 
the Shot Buiton and LL] 
Samus will swing E 
over to ive led. 


THE SPOT 


To gel these Missiles veill 
take both speed and skill. 
ote the poini directly 
below your target, ihcn 
back up far enough to acti- 
vate £Samus's full Dash 
speed. Dash to the jump 
point, press Dow then the 
Jump Button. 


SPECIAL ITEM 
GRAPPLING BEAM 
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GQ FLYING 
Explode a Power Bomb beneatih the door to | 
vaporize Ihe blocks, then Dash from the far | E 
right. As you race up the ramp, push the Jump 1 
Button. Samus will soáar throuzh the air to a dis 
tant Hedge and he Grappling Beam. 
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RS RPAS E 


NA PÓN 


The Screw Attack is the prize, but the challenge ¡s intense as you 
battle the Golden Torizo. Many creatures in this area are weak against 
the Screw Attack. Before entering the lava pool, gel the Gravity Suit 
and Space Jump. 


nino mill li 

ma Eire 

Lo [he area before ibe 
Fenizo's chamber. 


¡CHOZO HELP 


After Space Jumping over the fiery 
attacks ol the lava room, blast he 
wall ywibh o Power Bomb, then [ 
morph into a ball in he Chozo's | dl a 
hand. The lava | : SPECIAL TEM 
drains away. : ; SCREW ATTACK 


These ceilings can be bro 
ken by a Power Bomb or He 
Sentor Allack, 


ID Cs, 











| Take plenty ol Super Misses to fight the Goldor 
| Torizo, Stand closo and blasi bora, Finish him off wet 
1 Charge Bes. Far rela, Blesa e clones tal e 
Torizo ac 
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] Use a Fower Bomb ón 
A ¡he Hoor to drop into 
a A 
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| Bomb ibrovgh (ho Moor le reach 
ibe middle area belweco Ie 
pipes, 
j Bomb ps fear and press | 
Lefi to enter the room la 
mitó Micsiles. a 
(7 DR 
A 


O SPIN ourT Ei TROUBLE 
WITH ' THE S : : 


Use the Screw Attack in PB 
this room to break 
through the columns 
while the lava riscs. By 
using the Space Jump 
technique, you can siay 
in the air for the entire 
distance, 
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The area outside Ridley's Hideout is 
known for ¡ts living lava-the Magdollites. 
Since the going gets worse as soon as 
you go down nto Ridley's Hideout, fill up 
on Energy, Missiles and Bombs while in 
this area. Make sure that you have the 
Gravity Suit and Space Jump before 
entering the Hideout. 





[] TRIPPERS 

The Trippers pass over the lava and under a 
senes ol stabbing spikes, As soon as Samus 
s1cps onto one of the pads, morph into:a ball. 
When a Trippcer » 

Cb Ñ 

reaches the end of [E fp” 
13 route, Samus can Hi 
jump off and then 
step onto the next 
pd. 


| p 
E A > 


lava. With the 
Gravity Suil to 
protect you and 
the Space Jump 
for extra jumping 
power, you can 
spin safely up to 
the entrance, 











The Mardollites are ercatures 
of lava. They rise up like 
colomaos of fire, then shoot 
lava bomba. Fight fire with 
ice, freezing the Magdol lie 
with the lec Beam as the 
crealure starts lo emerge from 
the flame. 


"DIAL E 
RMIAL E 4 Y FR 
Tou can't reach Ridley's Hideout by 
bombing through the narrow upper path 

The only way in is through the lake of 









El MACS SDOLLITES 








SUPER METROID 









MNORPFADNR 
AMARE 


The area near the Wave Beam should be relatively easy to reach and 
finish once you have the Grappling Beam, but attempt the route to 
Ridley only after you defeat the Golden Torizo for the Screw Attack. 





DANA a AAA DAA AS 
Ed SGRAPPLE CROSSINO 0 WALL BOMB 
Jump on the suspensor platforms, blast the locked door and jump Romb and roll ihrough the wall to (he right. 
to the rock ledge. The final crossing requires the Grappling On tbhe far side, you find Power Bombs, 
Beam. 
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PG. 12 AREA F 


CAN INVISIBLE 
MOLE 


At he top of the shaft to the 
left is a rock wall wibh ono 
boles visible to the X-Ray 
Scope, Try walking through 
118 






Dse Bombs and ¡be Spring 
Ball to work pr ihe 
maza, Mes go dora do be 
Power Bomés, 





— a 


FIRON AVALANCHE 
Walch out for the metal balls that 
tumble down the slopes. Simply 
jump over them, 





Blast the iwezt 
Namibe. Dre 
down lo the left 
| plalara and 
L, ns Jump lo 
| the Energy Tank. 
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Ta] M Ta collect dba q 
Bl ll Missitez, detonate a — SPECIALITEM 
l = Esmb 60 he Moor, Wave BEAN 








You're on the final leg to Ridley now, and ¡it only gets 
tougher with every step or Space Jump spin. Your 
Gravity Suít won't protect you from the rising lake of 
burning lava or an elevator of spikes. Make sure that 
you save after getting the Energy Tank in Area G. 
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If you step into his room, you 
fall into a rising lake of lava. 
Instead, shoot the door und spin 
through using the Screw Attack, 
Continue to Space Jump and 
Screw Attack to the right side 
and up Lo the top, kesping aliead 
of the lava. 





ll SPACE PIRATES 
The metal-clad Space Pirates are vulnera 
ble to attacks onty ehen they turn golden | 
for a short time before or afler they | 
jump. Use the Serew Attack to keep | 
Samos safe, and stay between the Pires | 
until one chinges color. Use Super 
Missiles for fast results, 
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AREA G 


Bomb ibe robble-iied eor and 
kezp bombisg lo te sight de De 
soom eri Ebo Moor door, yo dew 
lo (ho meri devel, 


Dse Me Spring Ball lo 
from le pt ener mb 
pida Eos Homb 1 ta 


Bomb here lo get to the dise a Power Bomb lo blow vu He 
Power Fomis. Noor behecen He bro status. 
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RIDLEY 


Ridley, Mother Brain's master of mayhem, returns for the second time 
in the game, but he won't be so easily dismissed here in his own 
nest. Go in with full power and weapons. First use Super Missiles, 
then lay Power Bombs on alternate sides of the platform. Finish him 
with Missiles and the Charge Beam if necessary. 






A Short jumps will show you 
Q Aidloy's position as bo hovers 
over Lhé pladlores betuban 
E 


A EA O 
E ' A bh 
; E 


Cl Ridloy's tail often stabs 
3 abosd el his main attack, Ey 
checking his air passion , pau 
2% caroften avoid him, 







Super Missilos are 
your best baña, 


pe Mi Ridley grabs you, try Lo 
pe shake bros by pushing Loft 
and Right vehile repabrediy 


pressing any button. 


A Artack Ridley in she air Jump 
lp and shoo1 al a 45" anglo, 
exaa you onde havo Missilas 
p ortie Charga Besm. 
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As far as arcas go, the Wrecked Ship 
takes up ihe least amount of territory, but 
is definitely an interesting area lo 
exploce, both inside and out. There are 
two passages that don't appear on the 
map, even after you have retumed power 
to he ships operating systems, They are 
located to de right and left of he main 
vertical shaft, near the bottom of the ship. 
Be sure to Bomb around wherever 
vou can in order to find secret loca» 
tions like these, Yowll be rewarded, 


1 A 
GRAVITY SUIT 
The Gravity Suit is the only 
Special Item that Samus will 

find on the Wrecked Ship. Is 

surely one of he most important 
lemas in the game. You can' 
explore ll of Maridia or Morfair 


without il. 
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Another big turning point in the game is when you can gel into the 
Wrecked Ship because it requires that you possess the Grappling 
Beam. The most important thing to do in the ship, besides defeating 
Phantoon, is to locate the Gravity Suit, 
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(SAVE UNIT 






¡1 
ENERGY CHARGE UNITS | 0 
MISSILE CHARGE UMITS | o! 
ENERGY TANK 1 
RESERVE TANK | 1 
MISSILES 3 
SUPER MISSILES [2 
[POWER BOMBS To 





GRAVITY SUIT 








Upon entering the Wrecked Ship, you'll notice that Bl SMS TSI 
4 A A —i 
the power ís off. The Conveyor isn't moving, the AE IA ANA 
Save and Map Computer units are inoperable, and  ¡. Wrccked Ship, PS will PEA 
the robots are powerless. Something appears to be — wherever you go. Mí you stand around in 
soaking up all of the power. one place for too long, ihcy will appear 
right on top of you, This is why its 
POE TAE AE important lo keep moving. They"l] be 
AO JE el y EEN Ty DE gone once he power ls back on. 
With a Spcod Booster-assisted Super Jump, you can clear the entire waler section to 
the left of the Wrecked Ship. Just blaze on cut the way you came in. Open the exit 
door first, ihough. Press Down and the 
Jump Button to launch horizontally over 
the wider. 
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O WHATS WROB 
There's nothing “rong web 
be Save Unit on the 
Wrecked Ship. 15 mol 
wrecked, too. 1's just tvat 
initially there is no juice to 
power the thing. Be sure to 
return Lo the Save Unit after 
defeating (he power-1ck- 
ing Phantoon, 
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Area B in the Wrecked Ship covers the most territory in the downed 
craft, but ¡it's probably the most uneventful section. Your main goals 
here are to pick up a supply of Missiles and an Energy Tank after the 
boss fades from existence. 


ASNAS THE MISSILES IN THE CORRIDOR 


Línlike the Energy Tank in this Área, you should get the 
Missiles before tangling with the boss, Phantoon. ls a 
whole lor eszier to gel through the hidden Pesa peWway 
before the power pele switched back on. The floor won! 
be moving and the traps won't be operable. There are 2 
lol of spikez in this condor. 


ii” 
Morph dora and place a 
Berb agalost His wal to 


opero a ale, 
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E SINXING STEPS [JGRAVIFY SUIT NEEDER 


Use the steps and the Grappling Beam to get over to the Before you con make it ihrough 
Chozo Statue that holds ihe Energy Tank. Dont fall off of this watery section of the ship, 
the steps because here are spikes on the Moor below. You you need to have and be wearing | 
can stand on the the Gravity Suit. Enter this sec- 
steps and they will : : tion only after you have 
fall, but you can : ... ma sequired ia, You can't make the 
jump a few times to gl A OS jump out of he water without it. ; bo 
bring them back up, EZ = | A, RP 
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The bottom of the Wrecked Ship is where yow'l be headed in 
Area C. This ís the place you'll want to go to after getting the 
Missiles that are in Area B. After a testing tangle with Phantoon, 
you'll be able to restore power to the ship. 
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Añter defeating Phantoon, enter this room 1o 2 3 esos lu get pon 
find a supplement of Super Missiles. - MM hi 
| E E 





KX=CELLENTI 
As its in any arca in the game, Uhe 
X-Ray Seope will be of great value 
in the Wrecked Ship. With 1L, you 
can locate bricks and blocks thal A 
cover socret passageways leading bo 
hidden rooms and corridors. And in 
those rooms and corridors, here are 
usually Items to be found. I's defi- h 
nitely not a waste of time to use (ho BN 
X-Ray S$cope! It would be nearly Y 
impossible to find all of the Items in 4 | ] ¡ í 
the game without its help, or he help Ss A E 1 Tati 
of this Players Guide! 4 | y 5 


MITO 





Gl GET THE MAP DATA 


Phantoon is sucking up all of the power that the ship's (244 
encray-producing crystals can make. Therefore, none 
obte systems are operational, This includes the Map 
Computer. Hock up with the Computer after 
Phantoon gives up the ghost, 










a aa L 
D0moveaz THAr 
ROOT 
The robots, while internally powered, 
are not functionine eñher as a 
result of Phantoor's gluttony, This 
particular robor was blocking 4 secrel 
passageway hen ie power went cut. 
When he power returns lo the ship, 
yow'll be able to move the robol cul of 
the way by shooting at it. Then you 
cun enter the passageway by Bombing 
| a! an opening. 
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You faro lo 055 a 
Super Miseio to 
break he wall out 





O HNOEX 


1Hi222 1411235 dl RRA 
aj A 
ñ At A 
Three Missiles (or one Super Missilc) EEN 


shot into 1h eye on the door will 2110 1, cap y AE 
yoo to sccess Phantoon's chamber, This ! 

is the same technique you should use 
for entering the Luir of ench boss in the 
game. Once inside, the boss wall try to 
assault you with a burage of blue fire- 
halla, Wow can shoot the fircballs when 
in eve appears on hem to gain valuable 
Power-Dps like Missiles and Energy. 
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The corridor at the very top of 
the ship ¡s home lo several AÑ LEN MIMUNTERS 


. : 13 
tough Alien Kihunters. The A E 
Before jumping o O 


importance of the top of the — rough ie door to enter JA 
ship, besides the Missiles at the me top corridor, juice up PS 
upper right, is that there is — your Charge Beam. There 
another entrance and exit at the“! be Kihunters on both 
upper left. lt can take you to yet 00es ol you when you 


: appear. Blast the green 
another entrance. meanies quickly. =l EE 3 


an 
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BTARKE THEM ALL OUT 


In order to open he doors al (he far 
left and eight of the top cocridor, 
you have to defeal all of the ene- 
mies in the room. If you want to 0 
out the left door, first run to the 
right and take out everything that 
moves, then go back to the left, 
You must defcat all enemies to re- 
open the door that you used to 
enter the corridor, as welL 
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0 RoBsorT REMO YAL 


In order to make it over to the right to grab the 


Missiles, yowll have to deal with the three 


robots blocking your path. There are three gaps 
in he floor into which you can cause Ue robots 


to fall. Just keep shooting them to back them | 


up. Wanch out for the electrical charges ower- 
head, Stand to one side or the other while 
shooting te robots, 


By awiteblag various 
beams 00 and elf, pau 
have accóss lo diffor- 
| ent typos ol Charga 
|| Bes attacks... Ploy 
| areund with dillaramt 
combinations to find 
| certain Charge Beam 
| attack paterna 1131 w11 
bo adrariageoas ta yes 
when you're faced with | 
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Oddly, there are three exterior doors in Area E of the Wrecked Ship. 
The upper door is mainly an exit. may seem a bit confusing at first, 
but you'll discover ihat there's only one way lo gel the Gravity Suit 
and other special lemas. 
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y Jr pei | 
You can enter the Wreckcd Ship E 
through this door, but doing $0 really M 
wont be of any bencón except for E 
allowing you to sec an lem. This door 
is mainly an exit. 
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(LL TP] Place a Bomb on the Hoor to 
SPECIAL ITEM GHAWEE Y SUPE Axpoze a Barrow iranel. 


When you enter he ship through the middle door in Área E, use P TT p' IMEI IAE 
the Grappling Beam to work your way over lo he right. The 
Chozo Statue will take you down to another door, All that you [a 
have to do to cobrtaio he Gravity Suit is open the door and step in. 
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Q ScCOPE QUT THE YT. TANIGL 
[és a good thing that all ema aren't dis difficult or 
complicated to obtain. lí they were, this Players 
Guide might be 500 pages long! Oncc you reach 
point E, you should take some time to view ile room 
wih ihe X-Ray S$cope, Doing $0 will save you time. 
You cant sec il without the Seope, but there is a gap 
just in front of the Reserve Tank. 
Yow'Il fall down tbrough itif you dont 
jump over il. 
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Interacting with ihls particular 
Choro Statua will bola you com- 
plato your quest Wien you ranch 
| At, jumpoonto Ez hand and activate 
| te Morphing Bull The siatua wél 
| como alive and will carry you 
| tireugh 156 spikos. Mw step in 

front of tha door tha! ads to tho 
| Graviny Suit 





El 
B SETTING TO "E" 


In the lower level, shoot he robots into the 


hi _ — AAA A BE ERA AA 
gaps, then blow away he Chozo Statue and E = —. +1 
wall with a Power Bomb. Once you have KB UE AE 


room to run, you can activate the Speed $ E! A A [A ¡LEEN 


Booster and make a Super Jump at the far TNA ———— - Ml 
—_—— 


right. When you reach the top, cacefully junp [Eli ¡E Ñ = 
over the hidden gap and shoot the Tem con- ds ld a —— A 
lainer to reveal the Reserve Tank. y m mr EEN i 
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The ship, even though lt's wrecked, is still producing power. 
However, none of that power is being directed where it should be. 
Something is diverting the power just after the source. That some- 
thing is Phantoon. 


Fivo Supar Missilos 
should de (he bicR) 








Wihen ar eje appesrs ón the bluo 
firebalis hat Phantoon drops, 
shoot bem. They 1 otien gio 
vo Power Up hera like Misiles 
and Enorgy. 


Evan vaih your mos! powoartul 
weapon, ou cac'l damage 


A Phamioon unless its oye ls open 


Just denl wii the treballs cnil a 
OONA i2e ef 


5hoot Missilos dirocily into 
Phamioon's oye when 1 opens. 
Shoot as many 85 you cán. 
Unfortunatey, itvwill move faster 
5 1 sles more damnago. 


lil you nan out of Missles and 
Super Misedes, use Charge Besar 
shots, Thoy áro a very good aHor» 
natlve, Get mora Mezclas from 
the Elve fireballe 









You must have the Power Bomb to blast your 
way into the western portion of Maridia.Yow'll 
also need he Gravity Suit to maneuver in he 
=fo0ded chambers of this undersea area. With la 
many false Moors and hidden passages, 13 
onc of the most confosing regions in Ue 
o Lame, You find yourself mired in sand, 
simugelina against scemáingly uofir odds as you 
search for Maridia's many treasures. 


an: INDERWATER 


"SPECIAL ITEMS 
SPRING BALL 

SPACE JUMP 

PLASMA BEAM 


Here you'1 find the Spring Ball, which 
lets you jump while 50) morphed inio 
á ball, the powerful Plasma Beam and 
he Space Jomp, which lets you soarto 
— new heiphts. 
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The submerged area of Maridia is home to 
myriad aquatíc creatures unlike any you've 
ey seen before. You must have the Gravity Suit 
OE before you brave its watery depihs, and the 
e, Space Jump comes in handy when you need 
to reach high places. 
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SPACE JUMP 


SPRING BALL 
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PLASMA BEAM 






MARIDIA DATA 


SAWE UNITS 
| ENERGY CHARGE UNIT 
| MISSILE CHARGE UNIT 

ENERGY TANKS 
| ¡RESERVE TANK 
| MISSILES 

SUPER MISSILES 
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MARIDIA 
ARES 


If you want to stock 
up on Missiles and 
Super —Missiles, 
search the far 
reaches of Area A. 
You don'i have to 
complete this area 
to finish the game, 
though, so HH you're 
trying for a fast fin- 
ish, you can skip 
Area A. 





1f you're running low on energy or want to ar your supply of 

Missiles, destroy the enemies that 

emerge here and pick up 
Power-Ups hey leave behind, 








ro 


EJ SEARCH FOR THE 
SACRET PASSAGE 
You don't need to use 
any special lblem to use 
he Secrer Passage 
here. Just walk to the 
Jeft through the wall, 
but be sure to avoid the 
Owtches that pop up 
cul of the sond—they're 
tough to beat 50 jump 
over them. 
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AREA! 


Although there's not much to find in 
this flooded region, you'll pass 
through the area often as you travel 
back and forth to and from Brinstar. 


[GET A BOOST 


Shoot he door on the righi, enter (he corridor, defcal all 
of ihe enemies here and open the gate. Use your Speed 
Booster to Dash from right to lefi through the door. 

5 Down, then jump from point A lo reach the 
Missiles above. 
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Mi Mv 
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E TUCK AND ROLL 
Press Down to morph into a ball, 

then roll from polmi B down 106 

wall, 17 you kecp holding 

the Control Pac as von És 

radl into a sccrel passage that cad ls 


to Super Missiles. SUPER METROID 











The lower portion of Area € 
dips down to connéci iwo 
parts of Brinstar, so you'll use 
this route as you explore that 
region. You won't be able to 
explore this part of Maridia, 
ihough, until you find the 
Power Bomb that opens it up. 
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II BRINSTAR 





You'll travel through the 
glass tube hu connecis lwo 
parts of Brinstar often. When | 
you've found both the | 
Graviiy Sun and the Power 
Bomb, you can blow the tube [j 
up and begin exploring the 
mysterious underwaler region 
thal yowwve previously only 
seen iboough the glass. 






















E THE WALL 
You have lo make il up 
his wall to get the 
Spring Ball, Morph into 
a ball and Turbo Bomb 
up, or try ihe Wall or 
5pace Jump. 


PG. 102 After you destroy the wall 
AREA E with a Power Bomb, dont | 

En shoot the Shaktoo1! If you 
give ita chance, i0l dig 
through 1he sand and clear 
3 path to the right so you 
cán reach he Spring Ball. 





"m7 fos hong from a crócked 
Use a Power Bomb to blast h block om he 


iiicoua tte Hoor al Abs polí. too long, reinó un Amar 


SPECIAL ITEM 


Ln FT 


A PALA AA e o 


] Blast pour wa 
ibroegh Pis wall 
esiog one el pour 
Peer Bormbs. 
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The Plasma Beam is hidden in Area D, but you won't be 
able to add it to your arsenal until you meet and defeat 
Draygon, the region's hard-shelled guardian. You'll find 
that the Plasma Beam is a very powerful and useful 
weapon. 


E EXPRESS 
ELEVATOR 


This non-stop cleva- 
tor runz from Area O 
all he way to the bal: 
om of Arca El Work 
your way back up to 
he parts of the region 
har you pass by. 
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You wón'l be able bo 
apen the Metal Door 
10 the room thal 
holds the Plasma 
Beam until yen | 
defear Draygon, the 
guardian Of Maridia. 
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n E PLASMA POWER 

Pick up the Plasma Beam in the lower right comer, The only 
way lo defcal the enemies in this area is to plaster them with 
Plasma, and the exit door won'Lopen until you've beaten every 
last one of hem, Prepare to blast your way ot 


| MARIDIA 


The only way to reach Maridia's Area E is ep tea Abat 
vía Brinstar. You'll encounter traps unlike iban continue dem. 
any you've seen before, and you'N have to 

learn some new tricks to discover al of lo o biow trrouos 


the secrets here. this section of Noor, 


EN YTALLY ANOTHER e TANK 


Don't shoot the hard-shelled flier. Hop on | a l 
and ride it to the Tank overhead, Retrieve ¡e PG, lo, 
the Tank with your Grappling Beam. Aid AREA A 


: Esmb ibroogó te 
memios, Wa2 on tha ri cri le sbrowes up, hon dinsct Y | up lo the maxi 
F Jerel 
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jr Misses diracih; ts hard. y La ARICA 


Aca VApearamoa! 





1 Acilvate powr Speed Booster lo Desh 
Aral ie all hera. 
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l Sel alfa Power Bomb 
to destroy ie blocks 
ibere, ea Joma up. 
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E SUPER JUMP 


Dash from left do right, When you begin to flash, 
press Down to prepare for a Super Jump. Stand al 
point E and press the Jump Bulton to execute the 
Super Jump. — which lets you break through the 
overhead pipes and reach a room where you find 
Missiles and Super Misiles, 
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MAREA 





Area F is the first region you'll come to if you enter via Crateria, after 
exploring the Wrecked Ship. You should have found the Gravity Suit 
on the ship. You must have it in order to explore the undersea area of 


Maridia. 


J CHILL THE CLAW 


This room looks like it might 
be a place where enemies fly 
out in a stream, allowing you 
pick them off and collect 
Power-Lps. Tyou pause just 
inside the door to feast on 
enemies, hough, yow'll soon 
discover that Yapping Maws 
lurk in the sand, lf one of 
them grabs you, it will pull 
vou down into anolher room. 
PFrecze the claws 15 200N 45 
lhey emerge 50 you can con- 
tínuc to the left 


PG 100 4 
AREAD A 


PG.100 Je 
AREA D 


Pe E a pis 








Although this 13 noc the "main" entrance, il 
leads you to the Spring Ball more directly than 
the Brinstar entrance docs, To work your way 
to thal special ltern, go left, down ibe express 
g elevator, then travel 
right io the hidden rocin 
in the soulheast corner 
of Marndia, 
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There are two doors into this room, 
but you'll have to bear Draygon to 
open ihem. Añer frying Draygon, 







q E work your way from the lower right to 
EE he upper left, then cogtin- 
EE ue to the one remaining 
EE unexplored area 
PE above to find the 
EE Plasma Beam. 
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AREA 


This final area of Maridia is challenging to navigate. — pp 19 
At its end is Draygon, a hard-shelled reptile that AREA E 
awalits in a somber chamber. You must fry Draygon to 





gel the Space Jump. 





GRAPPLINO BEAM 
Yow'll become very 
adept at handling the 
Grappling Beam before 
vowre finished vath dis 
área. You'll use it to 
scale walls and swing lo 
distant platforms. The 
only way lo reach the 
Save Point and Enecroy 
Charge Unit is to swing 
up to the door with the 
beim. Eat your heart 
cu, Tarzan. 
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lfyou use the X-Eay device lo 
investigate, yow'll find that the 
spikes in this room are fake. Fall 
through the sets on the left side of 
the room to reach the corridos ia 
leads to Draygon's chamber, but be F 
sure to power-up before you take the j5d a E 
big dive. piguipigu pla Mica: 
¡ED 1 (Em ¡ENT 
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DRAYOON 


Draygon ¡is a foul-tempered mutant with a shell that you won't be 
able to damage with even your most powerful attacks. If it manages 
to land a body crush, you're in for serious damage. lis only vulnera- 
ble point is its soft belly. 

















Firsiihings first, Before Draygom 
shows up to begin lts punish- 
ment, dry to destroy 3ll ol 1he 
well conmnons with your Missiles. 





Thewayto alles damage on 
ihe mutánt benál ls 16 40018 
direct hits 0 is slomach area 
with your Missiles, 





Try to protocs poursolí. Cuickdy 
roll inta a ball to lessen ie 
damage li ónflicts weth lts mean 
and masspéa body enush. 





Asvoid 15 guey 2piL ln mes 
foca, youre lucio le ll attack 
ist ita raror-gharp tad whilo 
you're imesobilo. 





A SHOCKING MOVE 


By far tho easiost way lo destroy Draygos la to obectrocuto it 
First, shoot the wall concons, then equip your Grappling Bose 
and hot the bag benzt nad you wtf sceno grey poo. When it 
pleka you up and holds you, shoot the Grappling Basmn into the 
sparking remnants ol ono of the cannons, Your beam wl 
catch, and you'll are an olecirle currentinto Draygón. 10 be 
well done lean instant. 




























READY TO BATTLE 
THE BRAIN? 


The final assault on the mastermind behind the 
Metroid scourge will take place in Tourián as il 
did once before. Mother Brain must fall! 
To get into Tourian, though, Samus will 
have to defeal Kraid, Phantoon, Draygon 
and Ridley. A golden statue made up of 
these fowr characters guards the entrance to 
Touran. Once Samus has vanquished all 
four foes, Che statue will plummet into Tourian, 
thereby leaving the entrance open. There are 
absolutely no Ttems to collect in Tourian, just 
some seriously powerful enemies to thrash! 
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TOVRIMEI 


There are no Items to collect in Tourian. Ms the last area that you'll 
visit during your quest to discover what's fueling the Metroid revival. 
Ultimately, you will find that it is indeed Mother Brain who is behind 
it all. Thought to be eradicated in the first Metroid adventure, Mother 


Brain returns in all her glory. 





PG. 25 
CRATERIA 








PG. 118 
ESCAPE 


SAWE UNITS 
ENERGY CHARGE UNIT 
MISSILE CHARGE UNIT 
ENERGY TANKS 
¡RESERVE TANKS 
IMISSILES 
¡SUPER MISSILES 
[POWER BOMBS 








After the golden statue sinks from Crateria to PG. 25 
Tourían, you'll be able to enter Area A. CRATERIA 
Although there are iwo Save Units in Tourian, silo 
you probably don't want to save your game. If 
you do, you won't be able to gel out if you start | 
your game agaín in an effort to locate Hems 
that you may have missed. 











CEREEZE 
Tf you shool a Rinka once, ito will freeze and remain motionless for THRK METROIDS 


several seconds. The turrel ihat the Rinka came from will remain Once a Metroid is frozen, five Missile blasts or 
inactive until he Einka is destroyed, s0 don't shoot il agua until al one Super Missile shot will get rid of it. Tf one 
starts to move. If you just keep 11 frosen you shouldot have dit to attach itself io you, Morph down and 
mány problems, 1011 give you more time to concentrate on taking out detonate Power Bombs 
the life-sucking Metroids. It appears hal someone was siccessful in before it sucks away 100 
reproduciog then in iheir original form. much of your Encray. 
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JAREA 


Getting through Tourian ís actually not a difficult task. The enemies are 
strong, but there aren't very many. Besides the Metroids and Rinkas, the 


only other enemy threat in Area B of Tourian comes from two large blue 
Sidehoppers. 
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¡BLAST THE BARNACLES | 


At point 4, and beyond point A, you will encounter | 
areas han are encerusted wiih an extremely 0dd barnacie- | 
like material. The substance may have been secreted by 
some vile life form, but is noi really clear why ib exists. 
To cleara path and gel ihrougb áe, just blas! ib. 





When yow reach point BE, a gian! 
Metroid, presumably the hatehling hat 
yo resctiecd in an earlier Metroid 
adventure, atteches itself to you and 
begins LO Stick away Your encrgy, For 
some reason, 1 leaves you “wiih one 
Enerky twribl z lets vos zÓ, and takes off, 














E TURNED 
TO SAND 


Several enemies ital you have scen 
throughout the game will appear again 
around points B and E, but they won't 
attack you. They have 011 been turned to 
sang. If you shoat or touch them, they 
will crumble away. How odd, 








[1 AMBUSH! 


There are bro big blue Sideboppers “waiting al point Dl. You L 
coubd shoot them with Missiles or Super Missiles and destroy 
hem, but they dont give up any Teme. ls a waste of time and 
Energy, Jus! use the invincible power of Serew Áttack jumps 
and move left to avold he Sidehoppers. 











This ís ¡t! Area C ¡is where you will finally encounter Mother Brain. 
However, after being attacked by the Giant Metroid in Area B, your 
supply of Energy will be dangerously low. There is another Save 
Point here, but there's no need to use il. 
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[JRECHAROE, REFILL MISSILES 


Be sure to shoot the red door to the 
right with five Missiles before enter- 
img the room al point A. Once inside, 
ou! be able to replenish all of your 
Missiles and, ihankfuly, 211 0f your 
precious Energy that vas lost to the 
life=sucking Metroid. 








E THE LAST SAVE POINT 


If you dont Ihink you can defeat Mother 
Eron, you should probably save your gun 
here, However, afier you've triumphcd and 
completed he gane, you won'! be able to start 
itup again to search more ol Planet Zebhes, 
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(SHOOT QUT THE 
ZEBETITES 





The barriers that block your way to 
Mother Brain sustain her with alien, dife- 
giving goo. Select and quickly shoot 
Missiles al the red sections until they dis 
appear. You can't hesitare between shots 
because the Zebetites vell rejuvenate 
ihemselves back to full strength. Don't 
worry about taking some hits. 1's beer to 
take a hit than lo stop shootinz. 
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PACO SE EBSRAADES 


Enclosed in a glass-like casing, Mother Brain controls all of the 
enemy operations on Planet Zebes. Once you blasi through the 
Zebetites and reach the case, open fire on lt with Missiles to crack 


Vihon you havo an open shol al 
ho caso, leal lsoco MA a barrage 
of Missile shots Don't shoot if 
Fánkos wól interlara withopour shot. 





áñer several shots, the casing 
around Mother Braón vell begin to 
break wey Koep  shooling. 
fou'ro nc evén clóso to being 
dana witn her, 





Tho case no lorgor a vweorry, kocp 
shooting Missiles a Mother Braán, 
This banila ls rermniscent ol ihe 
énd el the firsi Mlobrcód mission, 





Y You lovin away the equipment 
iha: Molber Brain is hooked up.to, 
Hor shat? la lssks 33 11 you may 
have deleated her once and dor all, 


TRANSFORME D EI 





This time around, Mother Brain won't give up so easily! After becoming sepa- 
rated from her life-support equipment, she attaches herself to one of the 
meanest looking bodies you've ever seen! However, ¡ts still the brain that 
you should aim for during the ensuing battle. 

lí 


< 


AQ) Shoot Missiles and Super Missiles 
at Menher Brain's head, but jump 
lo dweo0d the bluo ring lasors that 
a she shoots from her eyes, 


< 


A Alterno bombs hot Mother Brain 
drops hávo bouncod a few bones, 
jump out of tha wey because 1hey 
E ill explode vita horizontal blast, 


< 


A) The red enorgy bean that Mother 
Brain amits froos hor hands ls very 
powerful Yoo definitoly den twant 
to qee hit byone of zhese, Jump! 


< 


The Laser Brein Attack wll draina 

great deal ol yaur Energy, but there 
ts o wáy lo avoid ¡E Actually, get 
ting hitis a necessary en, 
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After Mother Brain buys the farm and fades to a pile of dust, a time 
bomb begins to tick down. ls a real emergency situation! Youw'I 
have three minutes to make it out of Tourian and up through a 
steaming Crateria and finally to your ship. 


DESTROY GATES 


Now possessing lhe power of the 
Hyper Beam, you be able to casily 
shoot Uhrough the gates that are closing 
in front of you. Don even think 
[Wice==]131 kocp shodting. They'Hl 
break awiy. 


ALIEN ZEBES 


Minor inconventences, he Space 
Pirates cáñ ciher he blasted 104) bits 
wih the Hyper Bcám or simply 
ignored. You should have enough 
Energy hal you wont have to wormy 
about taking hits. 


LAVA UPRISING 


The lava rises quickly in this large 
rom. Jump very carelully from ledee 
to lodge, making your way to the upper 
left to mbtimately find the exito in the 
upper right. 


UP THE SHAFT 


Entering Órnecia, you should be famil- 
tar with this long vertical shaft, Quick- 
ly make your way lo he top using high 
jumps. Try to skip platforms whenever 
possible to shorten ie trip. 


SURFACE STEAM 


As vou make il to the surface ol Zcbes, 
it becomes all too apparent that the 
planet will soon explode. Stcam is 
shooting mom 110 ground every here, 
Dish to the right. 


ENTER THE SHIP 


When you resch the ship, jump on top 
of ito and press Down to enter dt and 
take o, The mission will be a success 
if you make it here within the three 
minutes, 










Time permilting, yóu cán rescue pour 
friends, Dachola ¿and he Etecoons 

Remember where you gor the Bomb lom? 
Thal'a wbheró yóu 6d to gol Blast the 
wall on the rigóa side of the room that hoy 
arú in bo make an e001 bor tom, then Figh- 
13d it back out he 14 you cóme ir Got 

to the shipl 


Super Metroid keeps track of the time it takes you to complete your mission. 
If you finish the game quickly, in three hours or less, you will earn the Best 
Ending. The percentage of ltems that you collect doesn't change the ending 


at all. 


BEST ENDING 
CLEAR TIME = 3:00 OR LESS 


Y yo manáge lo rescue Dachola and ha 
E sor, Cho ending will ba just alot, 
MES olmos! insigodicar, bua paul 
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SEE YOU e 
A 
100% 


SECOND BEST ENDING 
CLEAR TIME = 3:01 TO 10:00 


THIRD BEST ENDING 
CLEAR TIME = 10:01 0R MORE 
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SHORTEST ROUTE TO 
AO ULA LB LR AAN] 


Obtaíning the Best Ending should 
be a snñnap Íf you follow this plan. 
However because of your limited E 
Energy and weaponry, you'll find 
the bosses difficult to defeat. 
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SIMARIDIA 
EMERY 
TAM 
'MARIDIA 

ecu 
MARIDIA 


JBRINSTAR 
WALRIA SIT 
IBRINSTAR 


NEMEROY 
TANK 


NORFAIR 
A RR AMISSILE 
| |- ¡NORFAIR 
ml hm Y bussia 
HNORFAIR 


DEFEAT 
DRAYGGH 


IMARIDIA 


AUSETLE 


f es a Ei: io ly] 
— 1 A | Mo srceo 
BEAPA A AS LOOSE 
BRIMSTAR HORFAIR 
DEFEAT | a+ 
SPORE SPFAWH PANA MS TUE 
BRINSTAR NORFAIR 


| SUPER de, RESERVE 
A TAR 


NORFAIR 
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E RINSTAR “AN TO TOURIAN AN 
MUSSELE A THER El Ll JN! 
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MOST POWERFUL TIP IN 7 
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YOLU'YE PICKED UP A FEWW TIPS FROM THIS PLAYER'S GUIDE SO YOU 







ALREADY KNOW THAT A STEADY EYE AND A FAST THUMB AREN'T 
EMOUGH. UNLESS YOU'VE GOT A LITTLE MEEBINES YOU'RE IN 
|LFOR A WHOLE LOT OF PUNISHMENT, BUT LUCKILY THERE IS ONE 
TIP. THAT'LL HELP WITH ANY GAME YOU THROW INTO YOUR SYSTEM. JUST SIGN 
UP FOR A YEAR IN THE NINTENDO POWER Ele Mea 0 AmND YOU'LL SCORE 
EVERY MONTH. IT'S THE +] GAME MAGA- | 
ZINE IN THE WORLD BECAUSE IT'S PACKED SOLID WWITH TIPS, CODES, ,| 


FULL COLOR MAPS AND REVIEVYS OF THE HOTTEST GAMES. WE'RE 





TALKING MORE GAME ACTION THAN ANY MAGAZINE YOU'YE EWER 


SEEM. PLUS, JUST TRY TO NAME ANY OTHER MAG THAT GIVES YOU FREE S'STEM 


CLEANIMG, Ea Aa USE COOL TRADING CARDS 


AND THE CHANCE TO ORDER PLAYER'S GUIDES AMD OTHER GEAR 


FROM THE SUPER POWER SUPPLIES CATALOG. ONLY THE CLUB 





FLOWWS YOU ALL THAT -- AND IT'S ALL JUST $18!1* SO 


DONT THANK US FOR THE TIP. JUST GET ON THE PHONE, CALL 





PERE ON ASK FOR OFFER 422166 AND GET IN ON ALL THE ACTION! 


*Posidenes af Conada pay $25 Canadian fieras 

















- hideouts of the alien leaders, Kraid an 
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¡INFORMA 7 ¡TION FOR GAMERS: 
Blast your game ito the stratosphere vih the Super! a 
Player's Guide. l's an arsenal of hot information including 120 


A A 
straight from the pros at Nintendo. 


CHECH 007 DETAILED AREA MAPS 
¡SA | a y A y un A 1] l 7 
a 14 Go! Y A A Pri AA A HA El 0. AAA Sa 


Uaciver hidden E añ the six detailed area maps of 
Zebes including Crateria, Brinstar, Norfair, Wrecked Ship, 
Maridia and Tourian. Learn how to make the most of Samus 
Aran's special tools to open up hidden passages and infiltrate 
Ridley. Get tips on 
to items that will help you unlock secrets in territory you 
tyou had pá covered, 
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Get ds from 0 E on Samus Áran's cool new moves 
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LAS A SS rl Scope, Space 
Jump and more. Áre you pasta by the bad guys? Read the 
Super Metroid Player's Guide and beat “em. Then beat the 


clock for the BIG congrats and the BEST ENDING, So what are 
you waiting for—Hhe Mother Brain's permission? Go for it! 
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